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RELEASES 





An alphabetical browse through 
what's In store over the next 
month. 



WORK IN 
PROGRESS 

Ocean's Nighlbreed and Elect- 
ronic Arts' Imperium come under 
our development microscope. 



Strategy comes to the fore, with 
Ralnbird's Midwinter, Ocean's 
Lost Patrol, FTL's Chaos Strikes 
Back and Dragon's Breath from 
Palace. 



TIPS 

The way ahead in... 
Batman The Movie 
Battle Squadron 
Chase HQ 
Hard DrivitV 

Indiana Jones And The Last 
Crusade 

It Came From The Desert 

Never Mind 

Power Drift 

Sim City 

Toobin' 

The Untouchables 
Weird Dreams 



Programmer John Brandwood 
braves the military might of 
Kalubya to take struggling 
FNG's througft Ocean's Opera- 
tion Thunderboll. 
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UnnrlA 

Th« shortest distance between 
two points creates another 
dimension in our most complex 
examination of the art of com- 
puter pictures yet. 



DEMOS 

What have Star Trek, classical 
music, Debbie Gibson and a 
scribbling pencil gol in com- 
mon? Nothing really, except that 
they've somehow come 
together in this month's display 
of what's occurring In the Public 
Domain. 




ARCADES 

Irem's definitive shoot 'em up 
R-Type blasts back, this time to 
face stiff competition from a 
couple of Uzi-carrying cabinets 
and a pocket-lightening version 
of everyone's favourite puzzler. 



FEATURE 

Computer games head for the 
stars, as British Satellite Broad- 
casting plans to mark Its Spring 
launch with an on-screen arcade 
adventure. Christina Ersklne 
goes into orbit to get the signal. 



BACK- 
SPACE 



Gary Penn delves into the dim 
and distant past to carry on his 
alphabetical history of life, the 
universe and software. 
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STICK 
THIS! 



Here's your last chance to tell us what 
tickled your fancy in 89, as we open 
the voting for this year's Golden Joystick 
awards. There are seven categories in 
all, each of which will receive the 
highly-respected gong at an awards 
ceremony next April. So to have your 
say, simply fill in each category, along 
with your name, address and T-shirt size 
(we'll come to that later) and return it to: 
Golden Joysticks, The One, Priory 
Court, 30-32 Farringdon Lane, London 
EC1R 3AU, to arrive no later than 
February 15th. As a small incentive, the 
first reply pulled from the mailbag after 
the closing date will receive software to 
the value of £100 and a The One T-shirt. 



BEST COIN-OP CONVERSION 



BEST NON- COIN-OP LICENCE 
(Film, TV. Character etc) 



BEST SIMULATION 
BEST ORIGINAL GAME 
PROGRAMMER OF THE YEAR 
SOFTWARE HOUSE OF THE YEAR 

lltlf tlff»fMlltltlltf tMtlf tllltttf tlltlflttltttllltflftf tltlttltMiPl 

GAME OF THE YEAR 

NAME 

ADDRESS 



LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London ECIR 3AU. 



AUSSIE APPRAISAL 

► ^ Dear The One, 
^Thc pages of your magazine are definitely the 
honest thing to appear between two staples for quite 
some time. I particularly admire your policy of reviewing 
the latest and best of 1 6-bit game ware with such honesty 
that I can trust your reviews implicitly... honestly! 

Secondly given that The One enjoy) a close 
relationship with the 1 6-bit gaming industry. I was hoping 
that you could advise me about how to go about selling an 
ST game to a software house. I am a young programmer 
with fresh ideas looking to make a career out a rare 
talent, developing an exciting product that should have 
reached the playable demo stage by about Easter. I am 
then planning on coming to England to approach 
software houses with my product, but have had no 
experience in such matters. Do you know what sort of 
royalty percentage programmers such as myself can 
expect? Can you recommend a reputable software 
house who will not take advantage of me' 

Lastly, can I suggest you compile an 'All Time Greatest 
1 6-Bit Games Top Ten' for those 1 6-bit gamers who may 
have recently purchased a micro and not be familiar with 
classics of times yore? Put Carrier Command. 
Dungeon Master and Populous in the top three slots 
for the ST, in my opinion, due to their innovation, 
originality and superb payability. 
Philip Laird, Gee long, Australia. 

^ ^ If you've got something to show off, why 
^ ^ bother jetting around the world? Our Showcase 
section wos invented for people like you — and as testimony 
to its success, most of the people who hove had work 
featured in Showcase have already been asked after by 
several leading software and development houses. Show us 
what you can do and we'll do the rest' As for an all-time 
clossicTop 10- it's a nice idea, but one that doesn't always 
work. The reason being, it's never long before another 
brilliant game comes around the corner - take Rainbud's 
Midwinter or FTL's Chaos Strikes Back this month for 
example - and the whole Top 1 0 needs re-shuffling'. 

COMPACT CASE 

^ ^ Dear The One. 

^ w Just tell me one thing - how do I get a copy of 
the Future Wars: Time Travellers CD soundtrack 
produced for Generation 4 magazine? Keep up the 
good work! 

Adam Lats< Lancashire. 

^ ^ We've had quite a few queries concerning this 
^ ^ little musical offering, so for those of you interested 
in adding this CD to your collection. UjLgetong in touch with 
Palace Software (Delphtne's UK distributor) on (01) 278 
075/. Alternatively, if you want to indulge in a little 
cross-channel fraternisation, you can get in touch directly 
with Generation 4 at 210 Rue du Fouborg Saint Marvn. 
75010 Paris. 



BASKETBALL BOTHER 

^ ^ Dear The One, 

r r I jm writing to you about TV Sports 
Basketball (June Issue) in which it stated that the game 
would be released in November. I am a proud owner of 
an Amiga and was one of the lucky ones to get a copy of 



TV Sports Football. As that game is so good I thought I 
would get Basketball, but I have heard nothing of it since 
it was mentioned in June. So, could you tell me what's 
happened to it please? 
Jeremy Schild, Camber ley. Surrey. 

^ ^ TV Sports basketball is, at the time of writing, 
^ ^ being finished by Cinemaware in the States. The 
release date was put back a couple of times (once because of 
the earthquake in Son Francisco!), but all's going well now 
and it's on target for a late February release. 



IN THE HOTSEAT? 

► ^ Dear The One. 
W Everybody seems to complain about the lack of 
originality in games - there are too many film tie-ins and 
too many games in the same genre, and so on. People 
have many questions and ideas to put to the companies, 
but if you write to them, the reply is usually a polite letter 
saying "Not today thank you". 

The One though, has a greater influence and I am sure 
many people would welcome a feature where people 
could put questions and ideas to that company. The 
features might not be regular but it or any variation on it 
would be popular. Keep up the good work, it's a great 
magazine, especially Work In Progress. 
Gideon Sanitt, Totteridge, London. 

^ ^ To borrow on old quote. Where HAVE you 
™ ^ been? In Backspace we've already had the bosses 
ofMindscape, MicroProse, Ocean and Acuvision sweating 
under interrogation, and we don't plan to stop there — look 
out for Mirrorsoft, Electronic Arts and US Cold getting a 
grilling in the future. And yes, we're quite proud of Under 
Wrap... ahem. Work In Progress too. 



P.O.W. PIECE 



^ ^ Dear The One. 

W~ W Please could you give me some information: I 
was in a 1 0-pin bowling alley in Glenrothes when I came 
across some arcade games in the comer. On going over 
and looking at them, I found the usual OutRun and 
Operation Wolf, and the not so usual Prisoners Of 
War. Please could you tell me if the game P.O.W has 
ever been converted for the 1 6-bit machines? 
Jonathan Bart, Perthshire, Scotland. 

^ ^Aaah, yes we know the one. SNK's Double 

Drogon-style faeot em-up in which two burly 
soldiers blaze their way out of on enemy P.O.W camp and 
through the surroundinfiungle is getting on a bit now (it was 
one of the most popular machines when it was on EMAP's 
stand at the PC Show before last). Unfortunately it's never 
been converted to the Sf. Amiga or PC, and seeing as it's over 
1 8 months old, it seems unlikely that anyone's going to this 
late in the day. Shame really... 



Although we would love to be able to 
answer all of your telephone enquiries, 
time pressures and our pitifully small 
staff makes this impossible. If you do 
have a burning desire to make contact 
- please do it through this page. Thank 
you for your co-operation. 



w 





IS YOUR LIFE LACKING A CHALLENGE? 

NEVER MIND ! 

THE ANSWER TO ALL YOUR PROBLEMS 
(AND THE CAUSE OF SOME NEW ONES)* 

IS HERE 

★ STUNNING 3D ISOMETRIC GRAPHICS 

★ OVER 250 DIFFERENT SCREENS & PUZZLES RANGING 
FROM THE EASY TO THE MIND BOGGLINGLY DIFFICULT 

★ INTERACTIVE PLAYSCAPE 

★ INTELLIGENT OPPOSITION 

★ CUBIC CHAOS 

Never Mind is a unique combination of arcade action and mind numbing 
problem solving, and uses a clever blend of computer-generated and hand- 
crafted puzzles. Is your brain up to the most intriguing challenge of the 
decade? There's only one way to find out . . . 

Screen Shots taken from the Amiga and PC Versions 

ATARI ST £19.95 AMIGA £19.95 PC £24.95 051-709 5755 






PSYGNOSIS 
GAMES PEOPLE PLAY 





THERE TO 

IN THIS FAULTLESS 
COMPETITION FROM 
UBISOFT AND BLUE BYTE 





T-SHIRT SIZE (S/M/L) 



I OWN: ST AMIGA 



NETTEI 

Wouldn't you just love to have 
5,000 lovely quid? Just think 
of the advantages! It'd be 
smashing! And it could all be yours in the 
biggest tennis tournament since. . . er, the 
last big tennis tournament. 

UbiSoft, the company that brought you the 
superlative Pro Tennis Tour, is scouring 
Europe for the best computer tennis players in 
France, Spain, Germany and the UK. In all, 
thirty-three lucky winners will be entered in a 
prize draw for these great prizes... 

• 2nd and 3rd: a tennis racket 

• 4th to 8th: a game and a T-shirt 

• 9th to 23rd: a game 

• 24th to 33rd: a T-shirt 
The observant among you will notice that 

first prize isn't mentioned. That's because the 
topeight players will have to play each other at 
Pro Tennis Tour to decide who walks away 
with the cash. 

The final of this knockout tournament will be 
played in France at the end of March. As you d 
expect in th« jet-set world of professional 
sport, there's some travelling to be done, but 
don't worry - UbiSoft will pay all travel and 
hotel expenses. 

In addition to the 5,000 doughnuts, the 
winner will also be presented with a trophy, 
given a guided tour of UbiSoft's French HQ 
and get to meet the Pro Tennis Tour 
programmers, Blue Byte. 

To enter, all you've got to do is tell us the 
highest score you've managed to achieve at 
Pro Tennis Tour. And we know that high 
scores can't be proved, but there's little point 
in cheating really, as you're going to look a bit 
of a wally if you turn up at the tournament and 
you can't live up to your reputation! 




SMALL PRINT 



The umpire's decision is final, and no hoi-headed arguments will be entered trtto - we re here to serve, and this compenhon 
should be a smash, but it you think that anylhing's our taull then you cannot be senous By the way. this is not an open 
championship, so members ot any ekib connected to EMAP. Utxsofl or Blue Byle won't gel past the lirst round. 



► TOP TEN i 

(Month Ending January 1989) 
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FUTURE WARS 
(Delphine/Palace) 
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EXTRA TIME 
(Anco) 
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CHASE HQ 
(Ocean) 
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HARD DRIVIN* 
(Domark) 


© 
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SIM CITY 
(Maxis/lnfogrames) 
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SPACE ACE 
(Readysoft/ 
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Entertainment 
International) 

OPERATION 

THUNDERBOLT 

(Ocean) 

IT CAME FROM THE 
DESERT 

(Cinemaware/ 
Mirrorsoft) 

PRO TENNIS TOUR 
(UbiSoft) 

GHOSTBUSTERS 2 
(Activision) 



O) 
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NewS 

WE'D JUST LIKE TO 
THANK A FEW... 




► The man In the hotseat, Gary Penn, shows off ihe award while the rest ot the team 
celebrates' From left to right: Phil South, Gareth Jones, Kathryn Boucher, Ed Silvester, 
Paul Presley, Mark Scriven. Ciaran Brennan and Gary Whitta. 



DECFMRER 18th 1989 saw 
the software industry's big 
wiqs onre again meet up (or 
the annual awards ceremony 
at London's Portman Hole). 
There were a few surpnses 
thrown up, most notably 
Mirrorspft's ageing Falcon 
taking the gong for Best 
Simulation (despite stiff 
opposition from Activision's 
Fighter Bomber and MicroP- 
rose s F-15 Strike Eagle II). 
and Batman - The Movie 
beating The Untouchables 
lo be awarded Best Non- 
Arcade Translation. 

There were, however, no 
surpnc o<: m the Magazine Of 
Thp Year category, where 
your Super Soaraway One 
trounced the opposition to 



walk off with the coveted litle. 
Furthermore, our own deputy 
editor Ciaran Brennan col- 
lected the Journalist Of The 
Year award - taking over 
from last year s winner, none 
other than Gary Penn. 

The complete list of Ihe 
evening's accolades is as 
follows: 

BEST BUDGET GAME: 
Super Gridrunner 
(Llamasoft); BEST ADVEN- 
TURE: Indiana Jones And 
The Last Crusade (US Gold/ 
Lucasfilm); BEST SIMULA- 
TION: Falcon (Mirrorsoft/ 
Spectrum HoloByte); BEST 
ARCADE TRANSLATION: 
Operation Thunderbolt 
(Ocean); BEST ARCADF 
GAME; Kick Off (Anco); 



JOURNALIST OF THE 
YEAR: Ciaran Brennan; 
MAGAZINE OF THE YEAR: 
The One; OVERSEAS 
AWARD: Future Wars: Time 
Travellers (Delphine); BEST 
SOUND/MUSIC: Xenon 2; 
Megablast (Image Works); 
BEST GRAPHICS: Fiendish 
Freddy's Big Top O' Fun 
(Mindscape); BEST NON- 
ARCADE TRANSLATION: 
Batman The Movie (Ocean); 
PROGRAMMER OF THE 
YEAR: Bullfrog Productions; 
REST ORIGINAL GAME: 
Populous (Electronic Arts); 
BEST ADVERTISEMENT: 
Fiendish Freddy's Big Top 0' 
Fun (Mindscape); ^SOFT- 
WARE HOUSE OF THE 
YEAR: Ocean. 



AND ON THE EIGHTH DAY 



■ ■■ 



WE RFSTED. Please note 
that The One sPopulousand 
The Promised Lands dis- 
count oH«r (which appeared 
in our November issue. 




► TOP TEN i 

(Month Ending January 1989) 

ATARI ST 
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CHAOS STRIKES 
BACK 

(FTL/Mirrorsoft) 



□ FUTURE WARS 
(Delphine/Palace) 




NE 
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FIGHTER BOMBER 
(Accivision) 

CHASE HQ 
(Ocean) 





m HARD DRIVIN' 
I — I (Domark) 

□ BATMAN - THE 
MOVIE 
(Ocean) 




NE 




NE 
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GHOSTBUSTERS 2 
(Activision) 

EXTRA TIME 
(Anco) 

KICK OFF 
(Anco) 

THE UNTOUCHABLES 
(Ocean) 
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Available soon 
on ST and 
Amiga 





NewShhhi 

pete passes on? 



PETER Johnson, one of the 
industry's most prominent 
programmers, has decided lo 
give up coding (or a living . The 
man behind the 16-bit ver- 
sions of Wizball. RoboCop. 
Daley Thompson's Olym- 
pic Challenge and the 
Arkanold games is moving 
away trom programming and 
into music production. 

"About six months ago, 
after finishing RoboCop, I telt 
like a change ol direction. I 
wanted to do something 
music-wise, as I've been 
involved wilh a couple ot 
bands in the past. And then a 
friend asked me to do the 



music for a 10-minule video 
he'd produced. I did it and it 
came out really well." reveals 
Pete. 

Since then, our Pele has 
been involved with various 
music projects - he's 
recently finished the sound- 
track to an exercise video for 
pregnant mums ('), the title 
tune for a regional news 
programme and Ihe music for 
Sky TV's Judo coverage At 
present he's working on the 
music for an ITV documentary 
about a disabled comic artist. 

But Pete may not be 
neglecting software comp- 



letely: "I don't want to lose 
touch with that side of 
things. Bui one thing I 
definitely won't be doing is 
writing games under contract 
- I hate all those deadlines' 
Instead I'll be concentrating 
on writing original games in 
my own time and showing 
them around when I'm 
finished.'' 

"In fact, I'm working on 
something at Ihe moment 
called Perplexion it's a 
puzzle-type thing that bears a 
slight resemblance to a cer- 
tain game of Russian origins. 
Ahem..." 




► It's cool 
delays. 



De clear 



and because of it Virgin Mastertronlcs Infection is plagued by 



SPOT THE INFECTION 



ORIGINALLY reviewed back 
in Issue 13 (October), Virgin 
Mastertronic's Infection has 
been delayed by a licensing 
problem caused by ils 
Amencan release. 

It was announced at the 
recent Consumer Electronics 
Show in Las Vegas that the 
game is to be 'sponsored' by 
7-Up and possible even 
renamed as Spot (after Ihe 



comic character that fronts 
most of 7-Up's advertising in 
The Stales). 

This deal will almost cer- 
tainly lead to the game being 
released across every format 
imaginable (including of 
course, the Nintendo and 
possibly even the GameBoy) 
al full-price within the next 
month or so, but the legal 
complications brought about 



by the licensing deal have 
postponed the budget UK 
release. 

Until the 7-Up deal is tied 
up. Infection (or Spot, or 
whatever it's eventually going 
to be called) will have to wait to 
be released. And even then 
the original £4.99 price is in 
doubt! In any case, don't 
expect to see anything for a 
good few months. 



► TOP TEN 4 

(Month Ending January 1989) 

IBM PC AND 

COMPATIBLES 



CHESSMASTER 2100 
(Mindscape) 
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XENON 2 
(Image Works) 

POPULOUS 
(Electronic Arts) 

688 ATTACK SUB 
(Electronic Arts) 

KING'S QUEST TRIPLE 
PACK 

(Sierra/Activision) 

JET FIGHTER 
(Velocity/Paperlogic) 

SIM CITY 
(Maxis/lnfogrames) 

LEISURE SUIT LARRY 
(Sierra/Activision) 

LOMBARD RAC 

RALLY 

(Mandarin) 

BLACK CAULDRON 
(Sierra/Activision) 
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THE BLl 



With Tetris (ever currently 
reaching epidemic propor- 
tions, thanks to its 
phenomenal success in the 
arcades and on the Nintendo 
GameBoy. the first ot the 
'variants' are starting 10 
appear. 

Block Out, a 3D version of 
the Soviet sensation (see fast 
month's Arcades) is already 
finished and ready for 
release! Put together by 
California Dreams, the team 
behind the coin-op. Block Out 
is already available in France, 
and the UK release is just 
around the comer, courtesy of 
Gainstar. 

But why (and how) such a 
short gap between coin-op 
and 16-bit versions? "The 
reason lor that,'' explains 
Gainstar's main man Michael 
Fotoohi, "is that the 16-bit 
versions were actually 
designed and written first, and 
the coin-op converted from 
that, as opposed to the other 
way around.'' 

A firm release date hasn't 
yet been set , but a February or 
March date seems most likely 
across all three formats. 
Pricewise, it's likely to be 
around the £25 mark. 



CKS ARE BACK 



RAINB< 



AFTER a long spell of 'will it, 
won t it?' speculation, it has 
now been confirmed that 
Graftgold's conversion of 
Taito's Rainbow Islands will 
now be released on the 
Ocean label. 

Both ST and Amiga ver- 
sions have been finished for 
some time now - they've 
been sitting around gathering 
dust for the last few months 
while a number of delicate 
negotiations decided their 
future - but now it s just a 
matter of Ocean packaging 
them up and shipping them 
out, so expect to see 
something next month. 



► Are we at the end of the 
Rainbow Islands saga at 
last? Braybrook's brilliant 
conversion Is all set tor 
release thanks to Ocean. 





A DAY IN 
THE LIFE 



Thirty days hath September, 
Apnl June and November. 
All the rest have one more day 
Expect for February and May. 

May? MAY?? Surely it 's got 
31 days? Well, not as tar as 
The One's 1 990 Wall Planner 
is concerned - check out the 
• tail end of the fifth month and 
you'll find that it only goes as 
far as 30. 

But why? The people res- 
ponsible claim that during 
production a day fell of the 
Wall Planner, leaving May 
short to the tune of 24 hours. 
But never mind - the missing 
day has been tracked down, 
and is here for you to cut out 
and stick in its rightful place. 

Phew! That was a close 
one... 

[~o7 1 
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With Tetris lever currently 
reaching epidemic propor- 
tions, thanks to its 
phenomenal success in the 
arcades and on the Nintendo 
GameBoy, the first of the 
variants' are starting io 
appear. 

Block Out, a 3D version of 
the Soviet sensation (see last 
month's Arcades) is already 
finished and ready for 
release! Put together by 
California Dreams, the team 
behind the coin-op. Block Out 
is already available in France, 
and the UK release is just 
around the corner, courtesy of 
Gainstar. 

But why (and how) such a 
short gap between coin-op 
and 16-bit versions? "The 
reason lor that." explains 
Gainstar's main man Michael 
Fotoohi. "is that the 16-bit 
versions were actually 
designed and written first, and 
the coin-op converted from 
that, as opposed to the other 
way around." 

A firm release date hasn't 
yet been set, but a February or 
March date seems most likely 
across all three formats. 
Pricewise, it's likely to be 
around the £25 mark. 



CKS ARE BACK 



RAINB< 



AFTER a long spell of 'will it, 
won't it?' speculation, it has 
now been confirmed that 
Graftgold's conversion of 
Taito's Rainbow Islands will 
now be released on the 
Ocean label. 

Both ST and Amiga ver- 
sions have been finished lor 
some time now - they've 
been sitting around gathering 
dust for the last few months 
while a number of delicate 
negotiations decided their 
future - but now it's just a 
matter of Ocean packaging 
them up and shipping them 
out, so expect to see 
something next month. 



Are we at the end ot the 
Rainbow Islands saga at 
last? Braybrook's brilliant 
conversion Is all set for 
release thanks to Ocean. 





A DAY IN 
THE LIFE 



Thirty days nath September. 
April June and November. 
All the rest have one more day 
Expect for February and May. 

May? MAY?? Surely it'sgot 
31 days? Well, not as far as 
The One's 1 990 Wall Planner 
is concerned - check out the 
►tail end of the fifth month and 
you'll find that it only goes as 
far as 30. 

But why? The people res- 
ponsible claim that dunng 
production a day fell o( the 
Wall Planner, leaving May 
short to the tune of 24 hours. 
But never mind - the missing 
day has been tracked down, 
and is here for you to cut out 
and stick in its rightful place. 

Phew! That was a close 
one... 
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Rocket into the striking realism and spectacular visuals of SPACE ROGUE, the phenomenal 3D space flight 
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons 
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations 
and mining outposts — swapping tales with pirates, drinks with friends and goods with merchants. It's the i 
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN 4 
Cinematic Experience™. 
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We create worlds? 

IBM'COMPATIBLE VERSION IBM/COMPATIBLE VERSION APPIE VERSION 

Available for: IBM/Tandy/compolibles, Commodore C-64/128, Apple II series. Coming soon for Amiga and Macintosh. 
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SCAPE 



For further information on Mindscape products and your local Dealer, contact: 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547. 





ELEASE 

FEBRUARY 



MCOLflDE 



With Jack Nicklaus finally making his way onto 
the ST, additional courses are now available 
to PC owners, with the International Courses data 
disk, priced at £1 1 .99. You can test your swing on 
Nicklaus' specially designed English. Australian 
and Japanese championship turf, but ST and 
Amiga owners will just have to wait until late March 
to try out the new terrains. 



nLTERIMTIVE 



That popular cartoon character Count Duckula, 
gets his beak into the 16-bit tormats on the 
Alternative label at a budget price of £9.99. In the 
punishably punny No Sax Please: We're 
Egyptian. Duckula, Nanny and his faithful 
manservant, Igor, enter the land of the pharaohs in 
search of a rather incongruous saxophone - still, 
anything's possible. Meanwhile, from Alternative's 
affiliated Screen 7 label comes a slightly more 
serious title. Crossbow: The Legend of William 
Tell. Pitting his wils against mad monks, hideous 
hogs and wanton wolves, Tell battles to save his 
son from the evil Gessler or, in time-honoured 
tradition, shoot an apple from his offspring's head. 
Crossbow will be available on all formats, priced at 
£19.99. Another affiliate makes a comeback as 
Goliath Games releases World Champion 
Boxing Manager, its first product since Track Suit 
Manager some 18 months ago. The game boasts 
considerable authenticity as you select and train 
your contenders to take a crack at the world title. 
Amiga and ST versions will be quickly followed by 
the PC, all priced at £19.99. 
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► Jack's back - and this time he's got a whole new set of International Courses to drive his way 
through. 




coktei uision 



Revving up on the sidelines is The Paris To 
Dakar Rally, appropriately spawned from 
French label. Due out on the ST, Amiga and PC at 
£24.99. the game features the added attraction of a 
pan-European competition, in which high scorers 
nave an opportunity to win a Peugeot 305. 




► Driving of the more conventional kind in 
Coktei Vision's Paris to Dakar Rally. 




► An Inter-level Belly Dancer struts her stuff In Paris to Dakar Rally. 



SEVEN TONS OF SPEED 
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They rumble like 
thunder in the distance. 
The unmistakable sound 
of 3200 horsepower 
ripping apart a calm sea. 



TAKE CONTROL OF ONE OF THE WORLD'S MOST POWERFUL RACING CRAFT, 



POWERBOAT USA: OFFSHORE 
SUPERBOAT RACING puts you 
at the helm of 4 nautical 
thoroughbreds as you 
compete on a circuit of 
realistic three-dimensional 
courses. A fast fleet of 
4-computer skippers stands 
between you and the most 
prestigious title in all of 



powerboat racing. Buckle 
your life vest, it's going to be 
a bumpy ride. 

ACCOLflP* 



Accolade Europe Ltd., The Lombard Business Centre, 
SO Lombard Road, LONDON SW1 1 3SU. 
Telephone 01-738-1391. 



Release Dates: 

IBMPC-February-£24.99 
Atari ST - March - £24.99 
CBM 64/128 Cassette - 
February - £9.99 

CBM 64/1 28 Disk - 
February - £16.99 

Screen shots from IBM and CBM disk 
versions. 




► Back-stabbing, double dealing and murder-solving In CRL's Here With The Clues 



► Ultimate-style isometric action In Emerald Software's graphically-exquisite Treasure Trap. 






ELEASE 

FEBRUARY 



[ODEmnSTERS 



Bolstering its fledgling budget label, 499, 
Codemasters is set to release three new titles 
across all formats. Fast and furious beat 'em up 
action is promised from SS Combat Simulator, 
while the Cartoon Time title, Little Puff, provides 
considerably lighter relief. The firm also takes its 
first stab at producing a 1 6-bit fruit machine, with the 
imaginatively entitled Fruit Machine Simulator. 





► Win lots of (pretend) money In CRL's Trump 
Castle. 




Based on Dennis Wheatley's inimitable style of 
crime thriller. Here With the Clues should hit 
the streets sometime in late February on the Amiga. 
Priced at £19.95 on the Actual Screenshots label, 
the games enables you to delve deep within the 
sleazy underworld of the private dick - solving 
grisly murders through a variety of cross- 
referenced information. Following through the 
homicidal tendency is Psycho Killer also on the 
Amiga at £19.95. This is a car racing game with a 
difference - the difference being that you're 
escaping from an axe-wielding nutter, with only 
your trusty automobile for protection. And for those 
who like a little flutter comes Trump Castle. Set in 
that famous Atlantic City casino, this gambling 
simulation allows you to savourthe delightsof Black 
Jack, Roulette, video Poker, Slot Machines and 
Craps. Available on the Capstone label, the ST and 
Amiga versions sport a £19.95 price tag, with the 
PC priced at £24.95. 



ELECTR0I1IC 
ZOO 



EZ sinks into the world of underwater 
adventures with Treasure Trap on all formats. 
Swim through 100 different subterranean 
chambers picking up forgotten bounty and fending 
off fiendish fish in this latest offering from Emerald 
Software. 





► Greg Norman prepares 10 tee off in 
Gremlins Ultimate Golf. 



GRnnDsmm 

Scramble Spirits is Grandslam's lone offering 
this month, and is available on all formals at 
£1 9.95. This one or two player shoot em up centres 
on a 1944-style fighter plane sent on a dangerous 
mission into the future. The game boasts six levels, 
three different tunes and was created by Teque, the 
team behind Pac-Mania and Thunderbirds 

GREI11LIII 

Gremlin's Ultimate Golf now moves into its 
ninth man-year of development, but the firm's 
finally promising a firm February release date. 
Meanwhile, Skldz. another delayed product 
originally due out in November, will make a 
February appearance on the ST and Amiga, priced 
at £1 9.99. In thisskateboard/BMX biking simulalion 
Ihese's a vague hint o' environmental awareness, 
with players picking up litter throughout the different 
locations. 




To gel you through a cold, dark February, 
Hewson continues its compilation selection 
with Premier Collection 3, a package including 
Quadralien. Cybernoid 2. Battleships and 
Archipelagos 



impRESsions 

The people behind Chariots Of Wrath have a 
four game compilation up its sleeve in the form 
of Hyper Action. Available on the 1 6-bit formats at 
£24.99, the package features such titles as 
StarRay, Hell Bent and Ringside. The ST version 
also includes Brickar Busta, whilst Amiga owners 
can experience Raider. Also pencilled in for a 
February release is another Impressions title. The 
Last Star Ship. A full-screen, three-plane, parallax 
scrolling shoot 'em up, this is pnced at £1 9.99 on the 
ST and Amiga. 




► Dakka Dakka Boom! Our hero takes on the might of the enemy forces in Grandslam's Scramble 
Spirits. 




► Logotron's Achipelogo's and Hewson's Cybernoid 2: half ot Premiere Collection 3 




► StarRay the classic Defender-style blaster is back - 18 months after its original release. 



The road game that blasts the way 




mis'sion (mish'n) n. sending pr being sent on some service, 
miss'ile (-it, -il) n. that which may be thrown or shot to do damage, 
car n. a wheeled vehicle; motor-car. 

en'emy n. hostile person; opponent; armed foe; hostile force. 

scum n. froth or other floating matter a liquid; waste part of anything; vile 

person or thing; riff-raff. 

rock et n. firework or stick that can be shot up in the air by igniting it's contents; 
automatically fired aid controlled weapon, armed and remote object. 
fu'el/7. (fu-|n. material for burning. 

mer cenary (-s-) a. hired; working simply for reward, -n. hired soldier, 
arm'our, (us arm'or) n. defensive covering or dress; plating of warslips, 
task forces. 

choose v.t. pickout, select; take preference, 
weap'on (wep'n) n. implement to fight with, 
carg'o n. vehicle's load, it's freight, 
reward' v.t. pay, make return, for service, conduct etc. 

Elite (-a-l-ef) n. choice or select body; purveyor of video games; video games 
that will get better and better as time passes. 

OVERLANDER n. wicked 21st century video game where mercenary 
completes mission by delivering cargo in a car for reward and uses reward 
from successful missions to choose fuel or armour and weapons including 
rockets and missiles to improve his car so that he can defeat scum in further 
more treacherous missions. 



NOW ! AVAILABLE 

FOR... 

COMMODORE 
AMIGA £19.99 




Elite Systems Ltd. Anchor House, Anchor Road, Aldridge, Walsall, West Midlands WS9 8PW, England. Consumer Hot Line: (0922) 743408 




► Television thrills'n'spills in Psygnosis The Killing Game Show. 




► Another of Psygnosis' forthcoming wares vector-based action In Matrix Marauders. 




► Cutesy run - with plenty of killing to boot in 
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Logotron's Kid Gloves. 




iniERCEPIOR 

Bumping up its £4.99 budget label Smash Hits, 
Interceptor has a number of Infogrames titles 
set to make an appearance. Receiving the budget 
treatment are: Captain Blood. Wanted, War- 
lock's Quest, TNT and Macadam Bumper. 
Interceptor also has a few more of the French 
firm's back catalogue stashed away for March. 

LOGOTROH 

Two cutesy style titles make up Logotron's 
I February offering. First off the mark is Cloud 
Kingdoms, available on the ST and Amiga, priced 
at £24.99. Written by Dene Carter, the creator of 
Druid, the game centres on a bouncing pair of 
eyeballs, searching out hidden treasures over 32 
different levels. Hot on ils heels come the 
platform -styled Kid Gloves, also at £24.99. 




► Logotron's Cloud Kingdoms 
solving fun for everyone. 



miRRORSOFT 

Dredging the murky depths of subterranean 
submarine combat is NovaLogic's latest title. 
Wolf Pack. Available on the PC at £34.99. the 
game boasts plenty of missions and the facility to 
create your own scenarios. Life on the ocean waves 
appears to be a popular theme in the Mirrorsoft 
stable, with 360 s sea-based strategy, Harpoon 
also set to make a late February appearance. 
Licensed from the Larrybond board game, Harpoon 
will initially be available on the PC at £34.99. Also 
winging ils way across the Atlantic is TV Sports 
Basketball on Hie Amiga at £24.99. 

psvGnosis 

Roman chariot racinq forms the basis of 
Psygnosis s latest release, Carthage. Boas- 
ting a strong element of strategy and fractal 
landscapes, the Amiga version of the game should 
make a lale February release date, but slip into 
March when it's due to move onto the ST. Both will 
be priced at £24.95. Also on the Psygnosis label 
comes The Killing Game Show, a macabre TV 
show set in a futuristic world where violence has 
been eradicated, and people get there kicks from 
watching competitors being brutally executed. All 
good, clean family entertainment, which can't be 
worse than The Price Is Right. The game will be 
available late February on the 16-bit formats, 
priced at £24.95. 



THE NEW ICE A 
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THE STRATEGY GAME 





OF THE DECADE ARRIVES 



-4s a new Ice Age dawns in 
Rainbird's gigantic new classic, 
strategy gaming also enters a 
new era. For Midwinter is a 
genuinely original concept that 
launches revolutionary 
techniques onto the home 
computer screen. 

The scenario is convincingly 
realistic as a new Ice Age grips 
the world. Together with a small 
group of pioneers you have 
colonized the Midwinter Isle, a 
160,000 square mile land mass 
now under threat from invaders 
intent on seizing your sanctuary. 

Compelling action and strategy 
take place across a spectacular 
3D fractai generated landscape 
with its stunning geographical 






accuracy. You control 32 
personalities, each with different 
qualities, skills and complex 
personal relationships. Enemy 
movements can be tracked, and 
battle plans made, using the 
incredibly detailed on-screen 
map. 

In your bid to defend the life- 
supporting heat mines, you can 
ski, hang-glide, travel by snow 
buggy or cable car, snipe and 
sabotage the enemy There is 
no easy way to win, but the' 
game's unique depth and 
absorbing complexity will keep 
you trying until you do. 

The deep Midwinter is upon us. 
Be prepared for a long and 
exciting battle against its 
elements. 




OUT OF THIS WORLD 



TOWER OF BABEL 

An intricate 3D strategy game involving an interconnecting 
network of towers, platforms and lifts all rendered in solid 3D 
with innovative light and shading tecliniques. Take control of 
robot spiders and program them to solve problems and puzzles 
and interact with other creatures, such as Pushers, Zappers 
and Grabbers. Alternatively, real time control is available to 
you at any time for instantaneous reaction to the game's 
developments. For the more adventurous among you, there is 
a complete game designer, allowing the construction of your 
own series of towers, platforms and lifts. Attempt to fox your 
friends with your own fiendishly difficult creations. More than 
just a game, more than just a puzzle -Tower of Babel is a whole 
new concept in strategy gaming. 
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WEIRD DREAMS 

A RIDE ALONG THE ROCKY ROAD OF 
SUBCONSCIOUS THOUGHT, WITHOUT SHOCK 
ABSORBERS. 

Imagine yourself in a world full of nightmares with Dali-Esque 
creatures & mind eating eyes. Picture yourself in an upside 
down landscape Alone in a weird dream & wondering what 
the . . . 



"Weird Dreams is stunning. It s one of the most 
bizarre concepts yet seen on a computer being more of 
an experience than a game". 

MASTERS OF STRATEGY 
A DIVISION OF 
1 MICROPROSE SOFTWARE 

MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA. 





I 
I 
I 
I 




The results of Impact's collaboration with 
SFX team Image Animation - there are over 
30 types of monster In the finished game. 
"Partly the reason why we chose a slde-on view 
in the first place was because it was from there 
that the creatures could be best portrayed. We 
toyed with the idea of a top-down view for a 
short while, but we decided that you just 
wouldn't be able to identify the monsters 
properly," says Mark. With over 100 types of 
creature in the movie, there was no way Impact 
could have included the lot, so: "We just picked 
the ones that are seen most often. I actually 
disagree with the idea of having so many 
monsters In the film. When you put them all 
together they lose any individual character they 
might have had." 
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With a film as aesthetically splendid as 
Nightbreed, recreating the feel graphically 
is not an easy task especially not when you've 
got over 100 screens to design! Seeing that 
drawing all the backdrops individually would be 
impractical, graphics guys Steve Kerry and 
John Beard instead drew up three sets of small 
component blocks from which each screen is 
put together - rather like putting together a 
jigsaw with no limits. One hundred blocks were 
drawn for each level, and it*s proved to be an 
extremely successful system, allowing 
screens to be created at ease - and great 
speed. 
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Qfff Is Boone's athletic ability, that over 30 
■^^■nation frames are needed for him to run, 
junm climb, shoot, punch, kick, and crawl his 
way through Nightbreed's levels. Impact heard 
that at one stage in the movie, Boone (who gains 
the powers of the Nightbreed after being bitten 
by a Berzerker), changes Into a monster. "We 
thought great! He can burst out of his T-Shlrt 
and go mad!"' Mark explains, "But then we 
realised that there's not too much of a graphic 
change hisskinjustchangesabitandhegets 
these weird tattoos on his face, so we couldn't 
do It, -With hindsight, I'm glad - if he had 
changed Into a real monster, we d have had to 
have drawn up a whole other set of animation 
frames." 
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..ROGRESS 

Sheffield: Britain's fourth largest city, and 
if the current trend continues, soon to be 
programming capital of the world (well, 
almost). Gremlin Graphics, Teque 
Software and countless freelance 
programmers (including Chris Butler and music 
man Ben Oaglish) are all based there, and since 
lasl year it's also been the home of Impact 
Software. 

Comprising Mark Rogers, John Beard and 
brothers Chris and Sean Kerry, Impact's best 
known tor its first project as a team, the 
interpretations of ITV's Run The Gauntlet. But 
individually the boys' programming histories go 
way back. 

Mark Rogers has been responsible for a number 
of 8-bit classics, including Frak! 64 (based on Nick 
Pelling's original) and Thing On A Spring (as well 
as its ill-fated sequel Thing Bounces Back) while 
Chris Kerry was responsible for Thor's Jack And 
The Beanstalk (one of the first Spectrum platform 
games), before working on Way Of The Tiger and 
its sequel, Avenger, for Gremlin. 

For the last eight months, these world-weary 
programming vets have been simultaneously 
beavering away on two games based on the 
forthcoming fantasy flick Nightbreed Adapted 
from a section of Clive Barker's pseudo-horror 
novel. Cabal, Nightbreed's storyline is a rather 
strange and convoluted affair, centering around 
Boone, an otherwise normal kind of guy suffering 
from a rare mental disease. 

Boone's slowly going more gaga as the days go 
by, and is haunted by weird dreams. Such is the 
extent of his madness that he believes he's 
committed a series of gruesome murders. He pours 
his heart out to his psychoanalyst, the devious 
Doctor Decker (played by David Cronenberg) whq 
doesn't waste any time in having him committed to 
the local asylum. 

It's at this asylum that Boone first teams about 
Midian, a legendary underground world inhabited 
by the Nightbreed (nice monsters to you) where 
sins are forgiven and the soul is purged. 

Intent on finding Midian, Boone escapes and 
goes in search of the underground Utopia - but by 
rinding it (which he eventually does), he puts the 
whole of the Nightbreed in danger. You see, a 
neo-nazi organisation called The Sons Of The Free 
(whaaaaat?) has found Midian too, and is intent on 
wiping it out. 

To make matters worse, there's a demented 
demi-god by the name of Mask wandering about 
with intentions that are anything by honourable. It 
falls to Boone to save the Nightbreed, before the 
goose-stepping fascists and deranged deities can 
do their dirty work... 

While the production of the movie has been a bit 
of a hit-and-miss affair (the release date has been 
continually put back - it was originally due out 
before Christmas, but now a March release seems 
more likely), work on the games has progressed 
solidly since it began over eight months ago. 

But why two games based on the same licence? 
"I think it's partly because Ocean paid a lot for the 
licence, so it wants to make sure it gets full value for 
its money," says Mark Rogers. "And from our point 
of view it's great. With two different games you can 
appeal to more people. Someone who wants a 
Nightbreed game isn't stuck with just one that they 
may not like - they 've got a choice, depending on 
the type of game they're into." 

Whereas most developers don't have a lot to 
work from when producing a film adaptation (as the 
game has to be ready to be released at around the 
same time as the film, the majonty of the design and 
programming work has to be done while the movie 
is still in production and there's nothing to see of it), 
Impact found itself in a very privileged position. As 
well as reading the script, the boys were also 
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allowed lo pay visits lo the Pinewood set during 
shooting to get a (eel lor the sets and were even 
allowed to collaborate with the special effects ar,d 
technical crews! 

"The film people were really helpful." reveals 
Mark. "Film sets are normally closed and robody 
but the cast and crew gets to see anything, but the 
Nightbreed boys couldn't have been more 
co-operative. It was like we were running the whole 
show - we were taken wherever we wanted to go to 
see whatever we wanted to see." 

The film crew's willingness to '.ielp even led to 
Image Animation, the team responsible for 
Nightbreed's extravagant special effects, lending a 
hand with the graphics! "We jit sat down together 
and discussed ideas about pjw the monsters could 
be portrayed." says Mark. 'We spent a day at the 
team's workshop, studying everything from the 
sketches to the finished latex models - there's 
some pretty disgusting stuff!" 

In fact, about the only thing in the games that 
hasn t come directly from the movie in some form or 
another is the sound, as Mark explains: "The sound 
effects are always the last thing to be done - 
they're still being worked on now as I understand it. 
Anyway, we couldn't afford to wait for the movie 
sound effects to come in. so we had to produce our 
own. 

"Piccadilly Radio in Manchester runs a service 
called Sound Ideas. It's a basically a huge sound 
effects library set in a recording studio, but rather 
than the effects being recorded on tape, the entire 
collection is stored digitally on computer as 
samples. This allows the technicians to take an 
effect and play around with it to create a new effect. 
It costs a bomb, but potentially their sound bank is 
unlimited. Whatever you want, no matter how 
strange, they've got it. We've got the proof! 

The second and - to date - least complete of the 
two games is a more subtle affair, based on 
Cinemaware s style of game design - so much so 
that at the moment it's commonly being referred to 
as 'the Cinemaware game'. Like the yank 
innovators' wares, Nightbreed is built up from 
several arcade-styte sub-games linked by a 
single adventure/strategy element. As you'd 
expect, with both games based on the same script, 
the objective here is pretty much the same as in the 
arcade adventure game, but along the way several 
story ideas have been tinkered with (or the 
purposes of gameplay - in much the same way as 
LucasFilm's adventure interpretation of Indiana 
Jones And The Last Crusade. 

"For the action' game we needed a good vanety 
of effects, so myselfand Chris Kerry drew up a list of 
exactly what we needed and took it down there. The 
kind of thing we asked for was Vomiting Man' 
(there's an monster that runs up to you and throws 
up all over you) , Wings Rapping ' . and ' Mesma Ray 
From A Giant Eyeball!' We sat there while they 
played all those kinds of sounds at us and we picked 
the best. We had to be careful though - we couldn't 
exceed a certain sample length, as anything over a 
tew seconds for a single effect was out. Eventually 
we came away with just about everything we asked 
for." 

In the arcade adventure interpretation, the 
emphasis is focused squarely on action, with a dash 
of puzzle solving and exploration thrown in. The 
game unfolds in a graveyard directly above Midian, 
and progresses downwards through the under- 
city's levels. Much of the time is spent battling with 
the psychotic Sons Of The Free and Berzerkers 
(members of the Nightbreed who have gone 
insane) and collecting and manipulating objects. 
Guns and grenades have obvious uses, but objects 
like the crystals are a tad more mysterious. 




iy way of a reward, relevant digitised 
'snatches from the film appear every time a 
certain stage is reached. The one seen here Is 
Baphmet, one of the gods of Midian. who helps 
Boone on his quest. In this scene, Which occurs 
halfway into the game, Boone Is about to be 
baptised by Baphmet, so giving him the power 
to lead members of the Nightbreed around 
Midian. 




While the arcade adventure game only takes 
bp around half of the movie's story, the 
Cinemaware' effort takes up the story at a 
much earlier point, starting with the troubled 
Boone trying to cure his mlxed-up mind. In this 
scene, the poor lad has been banged up in the 
local asylum by his shrink - surprisingly no 
bad thing, as certain other patients there have 
valuable information... 




RAidian's labyrinthine caverns are 
I VI represented by a first-person perspective 
of^^k clocking In at over 100 screens In size, 
a map Is essential. Sub-tasks are waiting to be 
completed, Including the location of the god 
Baphmet so you can be baptised as one of the 
Breed. To add some action, combat also plays 
an Important part - a beat 'em up section 
(which has yet to be completed) comes into play 
whenever a Berzerker or one of the Sons Of The 
Free is encountered. 




This overhead map of Boone's home town 
I allows you to travel from place to place in 
your quest for a purified soul. Travelling about 
is a headache In itself - routes have to be 
planned, and special care must be taken to 
avoid police roadblocks (the law's after your 
hide since Doctor Decker blew the whistle on 
your insanity) and visit enough petrol stations 
to keep your car topped up. 

I A/ hen a police roadblock is encountered, 
W you've got the choice to drive straight 
through (which could lead to your car being 
damaged, or even your capture) or turn back 
and find an alternative route - at the cost of 
petrol. If you choose to drive through, a display 
is overlaid onto the map, and an animated 
sequence follows showing whether or not you 
made it through safely. The frames shown here 
make up the two sequences - one of the car 
speeding through the roadblock, and the other 
of the car being run off the road. 




: major baddie you're likely to meet is 
juin. one of the nastier members of the 
BriVG, who chases you through the Necropolis 
graveyard - this scene shows what happens if 
you don't beat a hasty retreat. The running 
game, where the objective is to stay out of 
Peloquin's range for a set amount of time, is still 
under development. 




I 

I 

I 
■ 



I 
I 
I 
I 




1/ 







; the disk loaded. I felt drawn into different 
Uty, an alternative world where I assumed 
identity of another" 





featuring digitised sound and graphics and 
promising a different game every load! 



MASTERTRWt 



Virgin Mastertonic Ltd • 2-4 Vernon Yard • 119 
Portobello Rd • London Wll 2DX • 01-727 8070 

Scoonsnols may He taken f»om a different version. 
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War and strategy games are (or 
Tefal-heads, right? Well, yes and 
no. Yes, they can be quite boring il 
you need a bit of action to get your 
juices going, but they do tend to 
hold your attention far longer than the average 
shoot em up. 

This problem of getting past the initial boredom 
quotient of most strategy games has been a thorn in 
the side of even the best software publishers. But 
now Electronic Arts has come up with what it thinks 
is the biggest, best and most accessible strategy 
game yet. The chaps responsible are designer 
Matthew Stibbe and programmer Nick Wilson. 

Nick previously worked for the late, great 8-bit 
software publisher Durrell. When that company 
sold out to Elite, he went to work in The City for a firm 
of option traders (whatever that might be) just two 
short weeks before Black Monday. "It was great 
fun, but not the besl time m the world to join," he 
explains. 

He left, realising he really wanted to get back to 
programming games. Having approached every 
software house in the country (and understandably 
receiving offers from most) , he eventually settled on 
Electronic Arts because he was impressed by their 
style of production. 

As well as executing the programming of 
Imperium. Nick also handled the music, which he 
claims is the classiest score ever to grace the ST, 
with thanks of course lo Chopin who wrote the 
piece: "The tune's not original, but my method for 
playing it on the ST is original. I don't know anyone 
else who's done it." 

Matthew Stibbe (pronounced 'Sti-buh') is 
studying Modern History at Oxford. He has 
designed a couple of computer war games prior to 
Imperium, and has been working with Nick on the 
design for about a year. He actually started the job 
during a year off from Oxford, when he got back 
from a trip lo America, and continued working on it in 
his spare time. He simply sent the proposal to EA 
and got accepted. 

The final piece in the jigsaw was provided by Karl 
Cropley, who designed the graphics and icons etc. 
Nick did some himself, but left the lion's share to 
Karl, who was also responsible for the visuals in 
EA's recent RPG. Hound Of Shadow. 

Nick is quick to praise his artist: "I'm really 
pleased with Karl's work. He fitted in really well, 
despite me telling him to work in four shades of grey 
rather than normal vast palettes he's used to. He's 
very tolerant loo. because we've been tweaking 
and changing things like the icons... we've had so 
many different versions, some stippled, some 
simple ones like the DPaint icons which looked like 
a child drew them, but I like the ones we've got 
now." 



The year is 2020 and you are the leader of planet 
Earth, which is now part of an intergalactic Empire. 
Your goal is to expand your empire throughout the 
Universe as far as possible. That s the short view - 
there are, however, many other ways of winning. 

The way to the top is reached through the 
interaction of three main universal drives: 
Economical. Military and Political, each of which 
interacts subtly with the other two. 

It's possible to take control of certain elements 
yourself, while leaving others to underlings (or 
subordinates' as they're called). These men, sort 
of SF civil servants, manage parts of the game you 
can't be bothered with: if you can't really hack 
military strategy - leave it to the generals, and so 



your 



on. You can even leave everything to 
subordinates and see what happens. 

But of course the game plays better if there's a 
real intelligence behind it, rather than the 
impressive but inferior artificial ones. 

Complex models of economic, political and 
military strategies have been built in, with all of 
these working together to provide an accurate 
simulation of a live Universe on which to hone your 
megalomania. 

The whole point of Imperium is that anyone can 
play it. not just the usual strategy enthusiasts - 
although even the most deeply entrenched war 
gamer would get a run for his money with this 
enormous venture. 



Writing began a little over a year ago, but the idea 
goes further back, and was inspired by what. was 
missing in a game Matthew bought: "In my year off 
I'd designed these two other war games, and I was 
thrashing around for something similar but 
different. 

"I've got an Apple Macintosh which I use to 
design games, as a word processor and for a little 
DTP. I got a copy of Balance Of Power, and I was 
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Planetary reports and other data are available 
i menus which can be positioned anywhere 
on th«ecreen. The data is cut and pasted from 
the main starmap. 



playing that and thinking it was very much the kind of 
game I like - it's interesting and deep, and it s very 
close lo my heart because I'm a historian. 

"What I really wanted to do was lake that concept 
and elaborate on it with a lot of my own ideas 
Actually what came out was very different, but that 
was my inspiration." 

The window' interface was chosen, not because 
of any particular computer uses a Graphic User 
Interface (GUI), but because GUIs are easy to use' 
The system had to give the user access to all sorts of 
information, and windows and pointers are the 
simplest way of doing that. The player can organise 
the window and work in the way they want to work 

There are lots of control options (there's even a 
form of artificial intelligence which takes over some 
of Ihe game functions), so you have more time to 
think about what you're doing, instead of twiddling 
around with the interface. 

Imperium has very few graphics, and the 
interface is black and white, to save on memory, but 
it still manages to look rather slick and sexy. And as 
Matthew explains, excess graphics often destroy 
gameplay: "Imperium is quite a multi-faceted 
game, and you need a lot of information very 
quickly, and not have to struggle through a load of 
menus or Cinemaware type graphics. That's very 

i great help at first to be able to turn the less 
i nterostlng tasks over to your subordinates, but 
sooner or later you realise that all the game 
forces react together to form a whole, and so 

fou should play all decisions yourself to be 
ULLY in control. 
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Thelinished icons which form the control panel 
at the top of the screens. 
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good and very pretty, but to actually get useful 
information it takes ages while the graphics 
decompact and come up. You see a few pictures 
and you want to go and see something else. I didn t 
think that approach was appropriate." 

Graphics are used, but only in places where you 
really need a strong visual feedback. You get 
pictures of planets, pictures of your subordinates, 
end-game pictures and so on - what Matthew calls 
"bolt-on. go-faster extras". But central to the game 
there is also a rotating 3D map of the Universe, from 
which you store and use information about your 
resources and movemenls. 

The design has a very Roman Empire, 'imperial' 
(eel, and the colour graphics sustain this 
atmosphere. Men in logas. marble pillars, all the 
stuff. 

"The big colour pictures do actually serve a 
purpose, in that they give the user a feel of what the 
game's like. It's not just numbers and data, it has a 
strong look and feel like the Roman characters, a 
sort of august' feel..," 

The program has been written on a 'cross- 
development' system on the PC and squirted to the 
various computers in their native formats down a 
serial cable. "The bulk of the program is written in C, 
but our special windows interface is written in 
straight 68000 assembly code for speed . Obviously 
bits of that will have to be redone for the PC. But 
that's a very small part of the whole program. I use 
the Manx C compiler, simply because that's the 
only one I could find that went across all formats. 
There isn't an ST version though, so I had to write 
my own Linker program to convert an AmigaDOS 
file to an TOS file." 



These are the rough components which make 
up the subordinate portraits on the instruction 
menus. The beards and moustaches overlay 
onto the basic faces, giving the programmers a 
large range of visages for not much drawing. 



The Central game map. showing the Universe 
from one particular perspective. The map 
rotates in 3D, giving you an idea of any 
important spaclalrelationshlps. To further this 
Illusion, the stars get bigger and smaller as they 
rotate into and out of the screen. 
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Beneath the King Of The Universe on his giant 
fhroiwlies a glassfloor with the universe below. 
This is one idea which has yet to be 
implemented on-screen. 

Some rejected ideas for Imperlum's front end - 
on the grounds that they were too silly. 
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team fed all economic, quality -of-llfe, 
' ry and poverty data into a spreadsheet 
Itched how it behaved. When a slight dip 
_ Juallty-of-llfe data occurred, the Artificial 
Intelligence kicks in and saves the day... only to 
over-compensate wildly. Consequently the 
boys decided to tone the Al down a touch. 
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November 2015 League oHice disbanded. t»rst 
completely cybernetic player 
fielded Model ST32 gains 38? 
yards rushing in lis first game, but 
loses an arm in the process. 



January 



b yalace-mash»ngv»olat»oo_ 



■■■■■■■■■■! 



INC. All Rights Reserved. "*Tengen Inc. Licensed by Oomark Ltd. 



Alan ST ScrMntnoic 





Published by DOMARK LTD, Ferry House, 51-57 Lacy Rn-fl, 
London SWl 5 1 PR Tel : 01 -7B0 2224 

Available on ISM PC. Alan ST. Amiga. Commodore &4 
Cassette & Disk. Amslrad Cassetie & Disk. Spectrum + 3, 
Spectrum 48128 





w A top quail (y sound sampling 
system at a realistic price. 

w 100% machine code software for 

realtime functions, 
y HlRcs sample editing. 

y Realtime frequency display. 

iy Realtime level meters. 

y Adjustable manual/automatic 
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Variable sample rate ft playback 
speed. 

Separate scroll line waveform 
windows & room function with Edit 
windows for fine accurate editing. 
3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing ones. 
Microphone ft line Input. 

Software files can be used within 
other music utilities. 



Complete Hardware /Software 
package. 



record trig level. 

ONLY £69.99 please state Asdo/i 000/2000 or st version £59.99 



w The correct time/dale every time 
* , you switch on your ST. 

w Works with most GEM type 
applications. 

w Battery backed Clock /Calender 
cartridge. 

w On board Lithium battery for extra 
T long life. 

y Displays In 12 or 24 Hr. format. 

*j Comes complete with set-up disk ft 
alarm clock utility. 

ONLY £29.99 



ST TIMEKEEPER 
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VIDEO 
DIGITISER 




a^. assW • ■ • 

JL, 0» 

\ ■■■■■ ■ . ^^kii *; • v 

f mm. 




v 

V 
V 



256 x 256 display with 16 grey 
levels. 

Realtime frame grab l/50th 
second. 

Takes standard composite Video 
Input from camera or Video 
recorder. 

Screen update 1 frame per second, 
itngle, rontlnuous or buffered 
display. 

Load. Save facilities Including IFF 
Save. 

Edit picture, cut. copy, paste and 
undo. 

Special effects, reverse, negstlve. 
mirror, compress, etc. 
increase the width of the display 
to 320 x 256 automatically or 
manually. 

Plugs Into the parallel port of your 
Amiga 1000/500/2000. 
Comes complete with Its own 
power pack. 

ONLY £89.99 



4^ Now with this superb 512K expansion unit you can simply plug in more 
memory. Bring your Amiga up to lMeg Ram In seconds!) 

^ Featuring the latest 1 Meg fsst Ram chips. 

^ Comes complete with dlaaable switch (not offered by some others, including 
A501 unit]. 

R Available with/without clock/calendar feature. Clock version has high 

capacity NiCad battery - never needs replacing, 
y Low chip count means extra low consumption. 

y High grade PCB with quality connector. 

y Buy direct from the manufacturer and save! 

y Simply plugs Into Internal Ram extenalon slot - no knowledge at all required. 

ONLY £69.99 complete 

ONLY £84.99 FOB VERSION WITH CLOCK/CALENDAR COMPLETE 




AT LAST - A TOP 
QUALITY, FULL 
FEATURE GENLOCK 
INTERFACE FOR 
THE AMIGA AT A 
REALISTIC PRICE. 

V/ Genlock Is the latest "buxxword" on the Amiga - It's a device that allows you to 
mix computer text/graphics with live video pictures from either a camera or 
VCR. "Desk Top Video" as It's become la probably the fastest growing 
productivity sppllcstlon for the Amiga. 

Plugs into RGB port of ASOO/ 1000/2000. Provides composite video output to 
monitor/VCR/ suitable TV etc. 

Switch selectsblc to view video Input/overlay graphic or both (combined 



> 

K Unique fader control allows overlay to fade In or out. Perfect for video titling. 

captions or your own animation productions. 
^ This Is a complete hardware solution - no software lo load. 

ONLY £89.99 COMPLETE 

ACE S 



Slimline extra low profile unit - 
only 6" long! 

Top quality drive mechanism. Fully 
compatible. 

Through port allow* daisy -chaining 
other drive* (Amiga only). 
A superbly styled case finished in 
computer colours. 
1 meg unformatted capacity. 

Good length cable for positioning 
on your desk etc. 




AMIGA VERSION SINGLE 
DRIVE 

ONLY £74.99 

ST VERSION 

ONLY £89.99 with 

FREE OCP ART STUDIO 



SK? TWIN DISK DRIVE ONLY £129.99 

ADD CS FOR COURIER DELIVERY IF REQUIRED 

—■!IM:ftl!|!ilH_ 
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ONLY £24.99 



A simple low price MIDI Interface 
for the A5O0. 

All the features found on more 
expensive unit*. Fully compatible. 
MIDI In MIDI Out MIDI Thru. 



MIDI CABLE . 3 Metre Length 

ONLY £6.99 



1MEG INTERNAL 
DRIVE UPGRADE 



REPLACEMENT 
MOUSE 



y High quality direct replacement for 

mouse on ST/Amlga. 
y Teflon glides for smoother movement. 

y Rubber coated ball for minimum slip. 

w Optical system counting - 500/ mm 



SPECIAL OFFER - FREE MOUSE 
MAT • MOUSE HOUSE 
(WORTH C7.99). 



ONLY £29.99 

COMPLETE (STATE ST OR AMIGA) 
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Replace Internal 500K drive with a 
full I meg unit. 
Top quality drive unit. 
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^> Full fitting instructions 

y Easily fitted, no special skill* 
required. 

y When considering a drive 
replacement remember that 
quality 1* most Important. 

ONLY £69.99 




QUICKSHOT TURBO 



y Plugs straight into your computer. 

w All the features or the best selling 
" Qulckahot II plus: 

v Mlcroawltch action for even longer 
T Ufe. 

w Eitra rugged construction. Superb 
styling. 

ONLY £9.99 complete 



1 MEG RAM 
UPGRADE Kl 



w 512K of FASTHAM to bring your 
~ 520 STFM up to a full 1040KH 

y Fitting Is a straightforward 

soldering job - achieved by anyone 
who has a little experience. 

ON Lit- £79.99 





UP TO 

£1000 
CREDIT 
NO DEPOSIT 



Why n„i t IH >i, ic. a Dalai Cn.ra. Car. and 

•»•■■>> In. cat a* )«ir imRim Fa* 

• >am«ila. (aw nn w i nd C240 far mnlj C* a»- 
n w th On CM 'a» ol| COD pmr month 
aa 

RING OR WRITE NOW FOR 
APPLICATION FORM AND FULL 
WRITTEN OETAILS 



EXTENSION 
CARD 



y Available with/without calendar/ 

clock option, 
w Simply plug* Internally Into AS00 

T Blot. 

y Switch In/out with switch supplied. 

y Fitted in minutes - no soldering etc. 

y Accepts 4 12S6 DRanu (zero K 
RAM fitted). 

Battery backed to retain time/date. 

MLY g 19-99 

ONLY £34.99 for version 



GENISCAN GS4S00 ST/AMIGA 




y An easy to handle Handy Scanner y 
featuring 105 mm scanning width A 
400 dpi resolution enables you to y 
reproduce graphics * text on your 
computer screen. y 

y Adjustable switches for brightness 
A contrast 

y Printout for Epson compatibles. 

y With Genlacan you have the ability S 
to easily scan Images, text at 
graphic* Into the ST/ AMIGA. 



A powerful partner for Desk Top 
Publishing 

Powerful software allows for cat at 
paste editing of Images etc. 
Save Images In suitable format for 
most leading packages Including 
DEGAS. NEOCHROME. FLEET- 
STREET. DELUXE PAINT. PHOTON 
PAINT, etc. 

Unmatched range of edit /capture 
facilities not offered by other scanner* 
at this price.^____^^^^ 



SPECIAL OFFER 

COMPLETE WITH PHOTON PAINT 
FOR ONLY £169.99 

INCLUDING HARDWARE/SOFTWARE 



BY PHONE 


BY POST 


FAX 


CSS x 








0782 744292 


0782 744707 
24nr Credit 
Card Line 
i 


Send chequea/POs made 
payable to 
"Datel Electronics" 


UK ORDERS POST FREE I 
EUROPE ADD £1 
OVERSEAS ADD £3 



WITH CLOCK/CALENDAR 

NB THESE PRICES DO NOT INCLUDE 
RAM CHIPS. 




ALL ORDERS NORMALLY DESPATCHED VVTTll 

HOW TO ORDER . . 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



CALLERS WELCOME - Please reserve goods by telephone prior to visit. 




DATEL ELECTRONICS LTD.. FENTON INDUSTRIAL ESTATE 
GOVAN ROAD. FENTON. STOKE-ON-TRENT. ENGLAND. 


SALES ONLY 
82 744707 


TECHNICAL ONLY 
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THE BIGGEST GAME EVER 



(.AMI S MACHINE 






"The most impressive looking 
backgrounds, action areas and 
character sprites that have been 
created for home screens." 
"Hauntingly realistic..." 
Amiga User International, 

"Animation, authentic sword 
fights, beautiful digitised speech, 
an original sound track, the feel of 
a professional and successful 
stage production." 
SI User.' 



SCORESHEET: 
THE KRISTAL (AMIGA) 



Computer Games Week 92% 



Commodore User 



86' 



Thp Onp 



An epic arcade and adventure game. Strategy, 
. sword fights and space shoot 'em-ups all 
feature in this unique fantasy of pirates and 
princesses, a far-away universe and a quest for 
the mysterious KRISTAL of Konos. 
The KRISTAL is the first of its kind... 
"An experience once played 
never forgotten/' 
"£29.95 AND WELL WORTH IT TOO ' 

GAMES MACHINE 

<r THEJPHJE NOMENAL AMIGA BEST-N, 

SELLER NOW AVAILABLE FOR 
v ATARI ST & COMPATIBLE PC'S." 



inv viggvsi game ever... 

exquisite backdrops." 

Game* Machine. 

"An epic game with a style and 
content not yet matched in 
breadth of vision and 
development." "Mind blowing. " 

pRivtiw C & VC 
"Complex game play, stunning 
graphics, nice Sound and sense of 
humour. What more could you 
wish fort" Computer Games Week. 
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79% 


Games Machine 


90% 


Zzap 


91% 
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THE ONE'S GUIDE TO PRICE, 
RELEASE DATE AND 
EVERYTHING 

You may be used lo reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown, with informative captions used to convey 
the feel ' of the game in question. At the end of each 
review there areopinions highlighting any good and 
bad points, prices, release dates and ratings where 
possible. Basically, there's something for everyone 
- at best a highly detailed review, and at worst a 
highly detailed preview. There snothingclever, just 
straightforward facts and ratings. Updates will 
follow where appropriate. 

THE RATINGS 

GRAPHICS Not necessarily how colourful or well 
drawn they are, but how well they fit into the overall 
effect. 

SOUND Again, not necessarily quantity or indeed 
quality of sound, but how well it's used. 
PLAYABILITY How does the game feel? Is it 
addictive or plain uninteresting. 
VALUE Essentially a reflection of lasting interest - 
how much game you get for your money. 
OVERALL A useful point of reference - essentially 
a summary of the proceeding ratings. 

WHO'S WHO 

Now in its twelfth season, The One's Kick Off 
league is still going strong. Ciaran Brennan's 
unbeaten record is at last bearing a few scratches, 
but that hasn t stopped him leading the league (and 
whipping Whitta to take the cup for the fourth time). 
When the team isn't playing Kick Off, here's where 
they get their kicks... 

GARY PENN 

Mr P likes virtuallyeverything in the whole world, but 
at the moment he favours Operation Thunderbolt, 
Cabal, and Super Cars. 

CIARAN BRENNAN 

The impish Irishman is into almost everything and 
anything, but more recently he favours no-holds- 
barred thrills in the form of Operation Thunderbolt 
and Indianapolis 500 

GARY WHITTA 

Whitta by name - and doesn't he just. His bent is 
shoot em up and strategy-orientated, which is why 
apart from Sim City, his present play-mates are a 
pucker pair of high-fliers - namely Super Cars and 
Indianapolis 500. 

BRIAN NESBITT 

Beefy Brian. 29, can be a bit racey when the mood 
takes him - which is why he's playing a lot of 
Bomber and F-29 Retaliator lately. And he still 
manages to find the time to take his mother 
shopping. Ribbit! 

KATI HAMZA 

Ms Hamza's tastes are more adventurous than 
most. Her curiousity is currently being aroused by 
Chaos Strikes Back and Maniac Mansion. 

GORDON HOUGHTON 

He says Hawton. we say Howton. Either way, our 
Gordo likes what he likes. And what he likes, 
thrashes. The town planning simulator Sim City is 
keeping him quiet of late, with FTL's ageing classic 
Oids responsible for all the noise. 



SHELF TALKERS 

ESSENTIAL SOFTWARE OF THE LAST 
THREE MONTHS 

Bomber (Vektor Grafix/Activision) 
Damocles (Novagen) 
F-29 Retaliator (Ocean) 
Future Wars (Delphine/Palace) . 




Indiana Jones And The Last Crusade: 
The Graphic Adventure (Lucasfilm/US Gold) 




Indianapolis 500 (Electronic Arts) 
It Came From The Desert 
(Cinemawa re/Mi rrorsoft) 
Operation Thunderbolt (Ocean) 
Sim City (Maxis/lnfogrames) 
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Switchblade (Gremlin) 

WHAT THE STARS ARE PLAYING 
BULLFROG PRODUCTIONS 

So what's been keeping the Programming Team Of 
The Year on its toes of late? Programmer/Designer 
Peter Molyneux.'.. "Chaos Strikes Back has been 
keeping me and Glenn busy overChristmas, Glenn 
completed it first, and I did it twice because there's 
more than one solution. The ending's a bit 
disappointing though. I like Block Out, but it's too 
easy - a lot easier than Tetrls. Simon and Kevin 
are into Indianapolis 500 - we've got a beefy PC, 
which makes it all worthwhile." 

GRAFTGOLD 

Now that Rainbow Islands is about tosee the light of 
day after its lengthy incubation period, what has the 
crew been playing to pass the time? Programmer 
Andrew Braybrook, currently writing Paradroid 90 
for Hewson... "Most of us have been too busy to 
play very much lately, apart from Rainbow Islands 
- but only because it needs to be tested for bugs. 
I've been playing a bit of Xenon 2 - I've just 
managed to get to the fourth level at last. Oh, and I 
still play Datastorm occasionally. Jason has been 
playing Sim City - well, trying to. And he stilt plays 
Kick Off as well." 
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Cabal 
Of (Ocean) 




Chaos Strikes Back 
I U (FTlVMirrorsoft) 
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(Palace Software) 




75 Lost Patrol 



(Ocean) 




0% g% Midwinter 
Oil (Rainbird) 
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P-47 Thunderbolt 
(Firebird) 
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Super Cars 
(Gremlin) 




LOCK & LOAD 




AFTERBURNER - 

You've played the 
arcade smash - now 
experience the white- 
knuckled realism of a 
personlc dogfight at 




home 



DOUBLE DRAGON 

loin in deadly combat 
with the savage street gang of the 
infamous Shadow Boss Use whatever 
weapons come to hand as you pursue the gang 
through the slums, factories, and wooded outskirts 
of the city to reach the Black warrior hideout, for the 
final confrontation with the Shadow Boss himself ■ 
■ 1988 Mattvrtromc international, tne 
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REVIEW 



Midwinter 



-The 

I ani 



J enemy Is nameless, but not completely faceless. This is the leader, General Masters, whose 
animated features are only ever seen when you surrender. He commands around 2,000 enemy 
vehicles, moving across Midwinter in attacking and defensive' units. Attacking units always 
attempt to capture your settlements, with the supply-bearing defensive units In tow. The level of 
aggression varies from unit to unit, although the defensive teams are easiest todefeat, but you won't 
know for sure just how dangerous a particular group is until you meet It! Should you manage to 
destroy a whole unit, you are rewarded with picture of deceased .commander. 



Brian Nesbitt chills out 
with Rainbird. 
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iobal warming is a subject 
currently much in vogue, what 
with everyone going green in an 
attempt to prevent the growth of 
holes in the ozone layer. But there 
is another, more sinister and devastating 
possibility... a premature ice age to cool things 
down 

It would take a massive explosion to throw 
enough dust up into the atmosphere. And in 
201 7, that's exactly what has happened. A giant 
meteor has hit the Earth and the ice age has begun. 
Civilisation no longer exists as such, and man has 
all but gone back to his tribal roots. 

The Azores archipelago has become the island 
of Midwinter. Its population still lives in shacks 
and has to hunt for food, but it's paradise 
compared to very densely-populated Europe. 
With most major disputes settled, it's not a 
particular violent island. At least, it wasn't.,. . 

Midnight, Midwinter: Having sailed from the 
European mainland, General Masters and his 
well-armed band of followers have landed in the 
south-easterly comer of the island and set up their 
headquarters in Shining Hollow. Using raiding 
parties to pick off the nearby villages, the enemy 
now occupies the island's three radio masts and 
sends out jamming signals to cut off the 
inhabitants' only means of inter-village com- 
munication. 

Resident electronics expert Olaf Knstiansen is 
quick to discover the problem and informs 
Captain John Stark. But his observation falls on 
deaf ears and Stark goes on patrol... only to find to 
his horror an hour later that his radio won't work. 
Stark smells a rat Itstimetoact The game begins- 
midday on Midwinter... 

This is It: 1 60,000 square miles of Midwinter. The map shows what's what and where and allows you to plan your strategy, using either contour (left) 
or relief (centre) map - both complete with a zoom facility. The green buttons to the right are used to highlight facilities, with multiple buttons used 
to show more specific features, for example: you can highlight any settlements with magazines and cable cars. And just In case you get lost along the 

way, a rather fetching fold-out map Is supplied In the package. 
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The General's army comprises six different 
I lypes of vehicle, commanded by Snow- 
Witches, which are controlled either by 
Captains or Colonels (who control four 
Captains). Take out the Captains' vehicles and 
a whole unit is beaten, whereas destroying a 
Colonel results in the defeat of his Captains and 
their units. Fuel Is carried by SnowBulls, with 
SnowBears shouldering responsiblity of the 
ammunition. Heavy-duty machinery comes In 
the form of the SnowWort and SnowCat - the 
equivalent of heavy and light tanks, respec- 
tively. Last but not least, there's the fastest 
vehicle of the six - the Snowfox. Obviously a 
SnowBull-heavy unit moves fastest (because It 
has more fuel available), while a SnowBear- 
heavy unit packs more firepower. 



The lonesome Captain John Stark needs 
help... and fast. Your prime objective Is to 
recruit team members as soon as possible, to 
increase your forces and spread - a chain letter 
effect. Some people simply aren't willing to 
accept Stark's invitation to Join forces, usually 
for personal reasons. In this case you have to 
get someone else to do the deed - or, If your 
potential companion has been captured, 
perform a deed of derring do to release them. 



DECISIONS 




Out of the island's population of 1 ,000 or so, 
Midwinter concentrates on the relation- 
ship between 32 characters, comprising a 
range of nationalities and names (apparently 
the telephone directory helped a bit here!). 
There are 22 full-time Peace Officers (sort of 
policemen) plus 10 civilians, and as the game 
unfolds the relationships between them 
become apparent. It's basically a soap opera - 
a sort of Ice-Enders. Pringle's a bit of a Pete 
Beale (le: generally paranoid), Gregory Flint is 
an Arthur Daley type, while the nearest to a Dirty 
Den has to be Dr Revel, who provides plenty of 
'hands-on' experience for his female members 
of staff - so don't Involve him with missions 
regarding the fairer sex. Mind you, he Is a damn 
fine medic. 





Also patrolling the island are two types of 
drone, acting independently of the enemy 
but with the same intent your destruction. 
The Stealth Fighter Bom ber-lookat ikes (one 
shown here) circle overhead to get a bearing 
before dropping a bomb, and the powered 
glider Mortars behave similarly, except that 
they unleash a string of mortar shells. Just In 
case the going's a little too tough, you can 
remove the presence of both craft, or if you 
want an even easier ride and time to explore, 
there's a training mode where the enemy 
doesn't tire back. 



A short animated sequence is shown 
whenever you are unfortunate enough to 
crash - here you have lust been hit by a bomb 
and taken a tumble. Skiing accidents are the 
most common, and usually result in thedamage 
of one or two limbs - unlike driving accidents 
and glider crashes, which leave you even worse 
for wear. But, In true A-Team tradition, none of 
the good characters actually die they merely 
slip tnto temporary unconsciousness. The bad 
guys aren't so fortunate though... 
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Each character Is built from these 14 
attributes. The first three vary throughout, 
depending upon actions taken and any 
occurences. Your Morale is the main attribute, 
and depends on performance and affects other 
personal parameters. The last five attributes 
are fixed, but all are Inter-related In some way, 
for example: should your Morale sink, your 
Optimism governs how quickly Morale Is 
restored. Similarly, your Stamina determines 
how quickly energy is lost, and endurance how 
low your energy actually goes. A character's 
energy comes in two forms: muscle and 
potential (essentially an energy store). Muscle 
energy Is Immediately available, whereas 
potential energy is replenished through eating 
and transferred by sleeping. 
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The colour of the body outline indicates your 
I general health and is split into six 
independently affected aspects - arms, legs, 
head and torso. So, even though your legs may 
be out of action, you can still snipe - even with 
one arm, although your aim won't be too 
accurate. You can drive with only one arm and 
one leg functional, although it's likely to be 
somewhat erratic. There's more than one way 
of repairing injuries... rest, le; don't use the 
character, or better still sleep. Best of all though 
Is first aid, applied by non-medical or 
professional persons (although the former 
method yields slower results). 

Ski to a garage and climb into a Snow Buggy. 
Not only can Snow Buggies carry more 
than one person, but they feature the heaviest 
artillery - an armoury of torpedoes and 
intelligent missiles. A detailed Instrument 
panel shows your speed, gradient and current 
bearing, along with the time of day. 




Tjje most luxurious mode of travel is the 
I Cable Car found at stations dotted 
around the mountain-sides. From here you 
can't get shot, so sit back and enjoy the view... 
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take months to* negotiate the cold, 
terrairi on foot, so what's 
needed is a suitable mode of transportation. 
Every character has his or her own set of skis, a 
rifle and an extensive supply of grenades. A 
goggle-eye view of your surroundings Is 
displayed when you ski, and a telescopic sight 
(complete with zoom lens) allows you to focus 
your attentions when sniping. 

The youngest and oldest inhabitants aren't 
quite as useless as they first seem - both 
prove useful for missions of sabotage as they 
are the least suspicious and less likely to meet 
opposition. The quantity of dynamite required 
to blow a building to kingdom come is shown 
beneath It, and a brief animated sequence 
shows each building's demise (inset). 




REVIEW 




When you need to cover ground at speed It's 
wise to take to the skies... strap yourself 
beneath a Hang Glider and embark on the flight 
of your life. Take off from high ground and use 
the thermals to your advantage. Anyone 
thinking of flying further afield over the Atlantic 
should bear in mind that the sea's so cold, 
there's littte chance of enough lift to make your 
flight last for long. 

Every two hours a situation report is given, 
detailing the current state of play . Time only 
passes with every action, eg: sleep, first aid. 
eating, and of course movement, which gives 
you time to plan ahead. 

The destruction of buildings to deny their use to the enemy is a much favoured strategy. 
Perhaps the most important 'buildings' dotted around Mindwlnter are the 18 Heat Mines - the 
source of the island's power. When all 18 mines are either captured or destroyed (and the enemy 
won t destroy them as they will, understandably, be needed if they manage to take over the Island), 
then all is lost and the game ends. Alternatively, you can surrender, in which case you get to hear the 
General Masters' firing squad dispose of you and your team. The enemy gives up after 40 days, but 
it's pretty unlikely you'd survive that long. 
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tjL J One of Midwinter's most 
L impressive aspects (and 

I H therearecertainlyplentyof 
^^^^B them) is the fact that much 
■■■■■■■■■■■■ of what you see and hear 
isn't cosmetic, but wholly functional. For 
example, the sun always shines from the 
south, so you can put your Boy Scout 
navigation skills to the test and determine 
your general direction by that of the 
shadows. It also means, quite ironically, that 
the bad guys arc on the dark side of the 
island! Maelstrom has succeeded In creating 
an entirely convincing environment, captur- 
ing the static, aggrophobic feel Of a vast 
expanse of snow and ice. And this Is 
complemented by stylish static visuals, slick 
animated sequences, and instantly recog- 
nisable Icons. Midwinter's use of sound Is 
equally innovative and impressive . The wind 
whistles In your cars as you hang glide, and 
gets louder the nearer you get to the ground, 
and the sound of waxed wood on snow as you 
ski varies according to the incline of the 
slopes. Best of all though, the directional 
sound means that you don't even have to sec 
the enemy to destroy it! By using the general 
direction of an enemy craft's sound, you can 
more often than not launch a successful 
attack. The fact that so much freedom is 
granted to the player means that the 
strategic possibilities arc almost endless. 
You can play at any strategic level without 
having to go through any tedious menus - 
it's entirety down to the player how much 
mental and physcial skill is used to win. Not 
onty does Midwinter represent an involving 
and thoroughly entertaining challenge - it's 
a landmark in computer entertainment. 
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©Understandably, this will 
be visually identical to the 
ST. Maelstrom will take 
advantage of the machine's 
stereo capabilities. A price 
has yet to be fixed for the 
proposed June release. 



Both EGA and VGA will be 
j"^^^Y supported CGA's out of 
*J |am the question (not enough 
colour to create the land 
^^^■r contour polygons). As far 
as a price and release date 
are concerned, there's nothing more 
definite than sometime this Summer. 







* U/fra smooth 8 way scrolling 

* Designed with small fully animated characters from Garvan 
Corbet t, the artist who brought you tfte classic hit 
Barbarian 

* Multi-directional free format weapon usage 

* Large play field for even more action. 

You're really up against it this time. Those revolting robots have finally upped and 
turned their horribly powerful weapons on their kind human masters. 
Someone's got to stop it before it all gets out of hand. I mean, you just can't have 
bloodthirsty Cyborg assassins roaming the streets of Dome City and expect the 
citizens to put up with it. Who on earth is going to sort out the mess? You guessed 
- you get the job. 

Fortunately, you are just a litlle bit on the special side. You are Stryx, the product of 
Project Alpha Secure, the meanest fighting, smartest thinking machine ever in- 
vented. Half-man, half-robot, you are the business, the only one who can stop those 
wicked Cyborgs. 

You'll have to work hard, though, blasting hordes of the revolting creatures (such a 
sad waste of scrap metal) and rescuing the keys to the Lifeforce. 

So, Stryx, you'd better get your jet pack on for some high level robot stomping through 
the immensely complex underground world of the Dome cities. It's a tough assign- 
ment, and time is running out. 



AMIGA/ATARI ST £19.95 
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PSYGNOSIS 
FREEPOST 
LIVERPQOL L3 3AB 
UNITED KINGDOM 
Tel: 051-709 5755 



PSYGNOSIS 
GAMES PEOPLE PLAY 



NO MERCY-NO SURRENDER 

A NEW 3D DUO FROM LOGOT RON ENTERTAINMENT 



BAD COMPANY... 

You've fallen into Bad Company. In this place 
there are no good guys, just you, your sidekick 
and wave upon wave of insectoid enemies who 
have just one thing in mind - the total destruction 
of every human they set their nasty little bug eyes 
on. No quarter is asked and none is given, you know what 
to do - if it's alien, blast it! 



Bad Company is programming legend Steve Bak's latest 
and greatest masterwork with scrolling of vanishing point 
perspective surfaces, the latest superfast 3D sprite 
techniques and featuring: 

Simultaneous two-player option 
Unique choice of weaponry, with fire power boosters 
Choice of eight different combat heroes 
Uncountable waves of sickening insectoid attack 

ATARI ST & COMMODORE AMIGA 
END NOVEMBER 89. PRICE £24.99 
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StarBlaze is pure solid vector 3D Shoot 'em Up 
from the programmers that brought you 16 bit 
Elite! To qualify as a Tamsinian warrior in an 
intergalactic war of unparalled ferocity, you 
must prove your prowess by taking on scores of 
fiendish alien attack waves and live to tell the tale. How 
will you do it? With quick reactions and the fastest trigger 
finger on the planet ! 
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StarBlaze is a game which draws upon the strongest 
features of the classic arcade titles to introduce a wholly 
original style of game to the arcade genre, featuring: 



Over a hundred different attack patterns 
Action-packed gameplay in stunning solid 3D 
Five colourful backdrops (forget boring starfields) 
Shield, smart bomb and extra power pickups 



ATARI ST & COMMODORE AMIGA 
END OCTOBER 89. PRICE £19.99 
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THIS MONTH! 

Iron out the bugs in IT CAME FROM THE DESERT! 

HARD DRIVIN made easy! 

THE UNTOUCHABLES: Ness-essary help! 




THE UNTOUCHABLES 

(Ocean) 

The Special FX team dons spats and oversize 
hats to take rookie booze-busters through ils 
top-notch movie adaptation. 




A Ten pieces of Capone s ledger are necessary 
to have sufficient evidence to proceed. While 
the regular gangsters plod around at random, 
the vital Ledger Carriers have a degree of 
intelligence - they won't stay level with you for 
long, and when you get level with them they 
immediately jump up or down to avoid you. To 
make matters worse they take six shots to kill, 
and come armed with a pump-action shotgun, 
which is far deadlier than the henchmen's 
tommy guns and you can t duck the blast! The 
key is to shoot them as soon as you get level 
with them so as not to give them time to get 
away. 




SCORE 

ooooso 



OOK v 48 




▲ The safety of the pram and its infant cargo is 
your priority, so don't let either get shot (if this 
means taking bullets yourself, so be it). Try to 
keep ahead of the pram, so as to scroll the 
screen forward that way you can see what's 
coming up and nudge the pram onto a safe 
course in plenty of time. Passers-by are easily 
identified (they don't carry guns for a start) and 
while they aren't intentionally hostile they do 
damage the pram as much as any stationary 
obstacle. 

< You have to go for a head shot as most of the 
gunman's body is obscured by the book- 
keeper. Timeisoftheessence youonlyhavea 
few seconds before the book-keeper get his 
brains blown out. Try to anticipate the 
gunman's movements. Aim slightly off in the 
direction he's moving and he will probably walk 
into your shot! 
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▲ While the enemy gunfire is obviously to be 
avoided, the real danger comes from the bottles 
- as soon as you see one, take to the air and roll 
out of the way to avoid the flying glass. Bottles 
to be shot appear randomly, and are difficult to 
spot due to their diminutive size. Such bottles 
are most often found on packing cases and 
truck roofs. Perhaps most important though 
are the first aid kits that appear at a random 
position every 10,000 polntsand stay there until 
shot. 

► Switching between the four Untouchables is 
vital to survival as soon as one starts to take a 
beating, get behind the wall and swap over to 
another, healthier character and let the other 
one recuperate for a while. Dynamite must be 
avoided at all costs. Shoot any sticks in the air, 
and keep a special eye out when a car appears 
as dynamite is often thrown from it. Try not to 
resort to hiding behind the wall and waste 
precious time. 







TOOBIN' (Domark) 

Once again, Domark's resident lifeguard Andy 
Blazdell dives in at the deep end to rescue all 
those struggling to stay alloat. 
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▲ Cans ol drink are your main line of defence, although when you start you only have six. Find a 
six-pack (there are plenty of them floating in the water) to be blessed with an infinite quantity of fizz. 
But beware - it's back to a finite supply as soon as you are hit by an enemy. 
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A Monsters react to hits from cans In different ways they either sink to the bottom or change 
direction. The guys on the river bank are dazed for a few seconds allowing you to pass. For extra 
points, hit this dude repeatedly a score Is awarded every time he's hit, even while he's stunned. 



▲ The giant Alligator appears whenever you 
dawdleor hang around for too long he'sfaster 
than you and not affected by drink cans. In fact 
the only way to get rid of him Is to go through a 
gate. 




▲ Every time you go through a gate without 
getting hit or touching the sides, your Score 
Multiplier is increased. Naturally you start off 
with a basic score (x1), but for each perfect 
gate, the Multiplier increases by one, and all 
points scored after that are multiplied respec- 
tively. 



IN GENERAL 



• Watch out for two handy objects often 
seen bobbing in the water - a Beach Ball 
awards extra speed for a short while, while 
the Patch stops your Toob from sinking 
when It hits an object. 

• Shoot everything - the more you hit, the 
more chance there Is of the bonus letters T, 
O, 0, B, I and N being released. Collect the 
lot for a massive points bonus at the end. In 
the two-player game, each player has a set 




STUNT CAR RACER 

The tracks are superbly designed starting with a 
fairly straightforward but lumpy oval and progres- 
sing to such delights complete with massive (6r I 
mean MASSIVE) jump 6f roller coaster track which 
has enough hills to turn the stomach of the hardest 
drivers." -C fir VG 

"Quite simply Stunt Car is the best racing game yet 
seen on a home computer -check it out." -C 6e VQ 
"Stunt Car is utterly brilliant and offers adrenaline 
pumping gut wrenching high speed action that will 
keep you engrossed for months - C Sr VQ 
"An action packed game that had us on the edge of 
our seats." - TQM 

rvt ; 

The motor bike simulator of the Honda 750 RVF. Race 
on Clubman and world famous tracks. 
"A near perfect blend of simulation 6C action" - ACE 
"Amazing graphics" - CU 

"If this, as MicroProse maintain is the shape of the 
Amiga games to come then everybody should buy an 
Amiga now"-CU 
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Brian Ncsbitt roars into 
the New Year in Gremlin's 
immensely playable motor 
racing extravaganza. 

Hs racing games of both the 
simulation and arcade variety 
become more and more complex, 
Super Cars comes as a refreshing 
change. There's no hard-nosed 
attention to detail here - in fact the whole 
caboodle is set in a pseudo-fantasy world, with 
fictitious cars battling it out on small but penlous 
circuits with the odd bit of violence thrown in for 
good measure. 

It's not a complex game - thereare nine tracts 
and three divisions to negotiate, with the object 
being simply to make your way up the rankings by 
winning as many races (and as much prize 
money)as possible. Oh, and try to stay alive in the 
process... 
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Cars 



Take a stroll through your local dealer's 
forecourt to check out the three available 
wondercars. Alternatively, indulge in a little 
consumerism in the Sales Office or examine the 
range of parts in the Garage. Those who don't 
wish to hang around can always go straight to 
any of the nine tracks and begin the 
tournament. 




Would you buy a used car from this man? 
The Sales Office section Is almost a game 
in itself select your responses to the dealer's 
prompts from a menu of sentences, with 
correct answers bringing the price down. A 
little discretion doesn't go amiss though, as 
Incorrect answers are likely to see you kicked 
out onto the street. 



Visit the Garage, where the buxom assistant 
Is happy lo provide you with anything you 
require... provided you nave a sizeable wad in 
your pocket. Replenish your motor's 
bodywork, tyres, engine and fuel levels or buy 
one of the James Bond style add-ons. 



POWER STEERING It essential, aa It 
tightens your turning circM end 
makes comer-taking ■ mucti tester 
ana less troublesome affair. 



Tha TURBO CHARGER increase* 
your rale of Acceleration - nol your 
speedl 




The HIGH SPEED KIT la Invaluable. 
Increasing your maximum speed and 
so allowing breakaway sprints on tha 
straights. 



RETRO Is rarely uaed - It allows tor 
faalar braking, but since the brake Is 
hardly ever touched... 

SPIN ASSIST comes In handy when 
your car's eent reeling by water or oil 
on the track, as H always points you In 
the right direction. 



The REAR MISSILE Is useful for 
disposing of any persistent talt- 
enders. Bui like Its lomard-faclng 
counterpart, one shot Is all you get. 



Use the FRONT MISSILE lo total any 
car directly ahead of you and leave an 
obstruction tor the rest of the race. 
Unlortunalefy, you can onty carry 
one Front Missile at a lime. 



SIDE ARMOUR Is real Death Race 
2000 stuff, allowing you to send cars 
Into uncontrollable spina almpty by 
ramming Into them. 
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Three of the finest fictitious sports cars in the 
world are at your disposal - but only if you 
earn them. Your first steed is a mediocre Taraco 
Neoroder Turbo, but years of hard work and self 
denial can lead to you becoming the proud 
possessor ota shiny Vaug Interceptor Turbo or 
even the creme de fa creme... a Retron Parsec 
Turbo, with a top speed of over 260 mph! 
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REVIEW 



Depending on the league, you race against 
up to eight other cars, over anything from 
five to nine laps. Each course Is roughly four 
scrolling screens square, comprising tortur- 
ous turns, sadistic straights, tunnels and 
bridges (the shadows of which are cast on the 
cars as they pass below), but strangely no 
jumps. The other cars behave with a fair degree 
of simulated skill, it's up to you to thwart their 
progress wherever possible. 





Oil slicks, puddles and mud patchesall serve 
lo slow you down: oil sends you spinning, 
while water causes skids and mud gets you 
stuck for a second or two. If it's any consolation, 
all three work on the opposition too. 



RESULTS 
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Meet Ron and Nancy, the two amiable 
presenters whose TV show, Results Desk, 
appears during the attract sequence. Results 
Desk gives the lowdown on the current 
standings - who's won the most races and 
cash, as well as the fastest lap times of the day. 



ANIMAL MAGNETISM 




I and ud no- based development team Magnetic Fields started work on Super Cars just over a year 
L_ ago. The original design came from Andrew Morris {who also provided the stylish graphics) and 
veteran 8-bit programmer Shaun Southern, whose past work includes Gremlin s Trallblazer and the 
original' motorcycle simulator Klkstart (or Mr Chip. Super Cars is Shaun's 1 6-bit debut, and ha s not 
afraid to admit that Atari's Super Sprint was a direct source of inspiration. "It was a lot more technical 
than it's now turned out. We decided that we didn't want to produce anything too complicated - just 
something that was fun to play." Time and memory restrictions mean that Super Cars isn't quite as 
'complete' as Shaun intended... "I would have liked to have animated backdrops with the spectators 
moving about and soon,' 1 Shaun reveals. "We were going to have a train that crossed over the course 
at certain points - you'd have'to time your run over the crossing." But he's still enthusiastic about the 
result. 'II s a lot of fun. I never play any of my old games for enjoyment - but I do this one." So what's 
next? "Work's just started on another driving game - I want to make it a simultaneous two-ptayer 
split-screen game, a bit like Pitstop II. There's also a possibility of linking two machines together to 
play. We'll see how it goes..." 




OAt first glance. Super Cars 
doesn't look particularly 
special - especially as this 
top-down style of racing 
has been seen plenty of 
times before. But what sets 
this one apart from the rest is Its 
extraordinary payability the feeling of 
exhilaration that comes from pulling off a 
flash handbrake turn through a tight comer at 
top speed has to be experienced to be 
believed. And although It may seem a little 
too easy at first, this too develops as the 
levels progress and it becomes a frantic 
battle just to stay in contention, let alone 
win) The facility to take the nine tracks in 
whatever order you like Is a nice touch, and 
the Sales Office and Garage sections add to 
the fun It's worth a chat with the car dealer 
just to sec what awful jokes he comes up with. 
The sound deserves a special mention - the 
effects are suitable, with some impressive 
tyre-screeching, but Ben Dagllsh's music is a 
sound for sore cars, with a suitably racey title 
theme and a different tune for each track as 
well as a collection of appropriate jingles. It's 
just a shame you can't race against another 
human opponent. 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 

OVERALL 



£19.99 
Late February 
80% 
88% 
90% 
83% 

87% 



T 



Only a couple of weeks 
behind the Amiga and 
shaping up nicely, this 
identical version will be 
available at the end of 
February, onceagain priced 



at £19.99 



Unfortunately there are no 
plans at present although 
the powers that be at 
Gremlin promise that a 
version will be produced if 
the demand is great 



enough. 
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IT CAME FROM THE 
DESERT 

(Cinemaware/Mirrorsoft) 

It's a bit of a bug-ger to complete, but here's help 
Istraight from the horse's mouth... A Cinemaware 
Beginner's Guide. 



► The first and easiest evidence to collect is a 
piece of ant. Goto JD's Farm on day one tor your 
first confrontation - the ant leg is acquired in 
the overhead section by killing enough ants to 
make the rest tum tall and run. DONTrun away 
- you collapse from heat exhaustion and end 
up In hospital. 





▼ Finding Jackie is vital call or visit home during daylight hours on day two to bump Into her. 
Recovering from a car crash on the outskirts of town, she turns up asking for your help. Visit the 
scene of the crash to pick up some creature fluid, but it's not such a good idea to let her stay at your 
pad - Dusty at the radio station gets a mite jealous and refuses to speak to you. From this point on 
you should make frequent visits to the Police Station as, sooner or later, the boys In blue find a 
dictating machine at the scene of the crash that has creature sounds recorded on it - the final piece 
of evidence! 



A An ant footprint is the most elusive piece of 
evidence - finding it is more a matter of luck 
than judgement. The volcanic cones around the 
edge of the town are your best bet. 




A Ant fluid Is a little tricker to collect. It's normally found at Neptune Hall (the maniac there explains 
that it's lying on the ground in the shed, and you take it from there), but It's also found at the scene of 
the car crash (more of that later). 



A Collected evidence should immediately be 
taken to the University Lab where Doc Wells 
gives you the scientific lowdown. Whenever the 
option WANT ANT INFO? appears, use it - the 
Doc always has something useful to offer. 




BATMAN: THE MOVIE 

(Ocean) 

On the Amiga title screen, type. JAMMMM to 
activate the cheat (the screen should reappear 
upside-down), and press F10 during play to skip 
levels. On the ST version, the same applies - 
backwards. Type MAJJJJ and take it Irom there, 
hitting F10 to skip. The only problem is. the 
congratulatory end game screen is upside-down 
as well! 

WEIRD DREAMS 

(Rainbird) 

Possibly one of the trickiest cheat modes ever 
seen - it's got to be executed perfectly, 
otherwise it won t work. In the Hall Of Mirrors, walk 
into the rightmost mirror as far as you can go without 
passing through to the other side. The way to do it is 
to get close, then tap the joystick ever- so-slightly 
until you reach the critical position (a spot of trial and 
error is in order). Al this point, you need to enter 
SOS on the HELP key in Morse code. SOS in morse 

code translates as... ....sogiveHELPthree 

stabs in quick succession, followed by three dashes 
(three presses of about a second each) followed by 
another three quick stabs. Your lives counter 
should now be replaced by an infinity symbol, 
indicating you've got infinite lives! Use this in 
conjunction with the solution in Issue 1 5 and there's 
no stopping you... 



NEVER MIND 

(Psygnosis) 



The passwords for first 26 levels are... 



LEVEL 


PASSWORD 


0 


MMMRHM 


1 


AMMRHA 


2 


HMMRHH 


3 


VMMRHV 


4 


PMMRHP 


5 


GMMRHG 


6 


IMMRHI 


7 


RMMRHR 


8 


MAMRHW 


9 


AAMRHN 


10 


HAMRHZ 


11 


VAMRHT 


12 


HHMWHH 


13 


GAM R HQ 


14 


IAMRHB 


15 


RAMRHF 


16 


MHMWHM 


17 


AHMWHA 


18 


HHMWHJ 


19" 


VHMWHV 


20 


PHMWHP 


21 


GHMWHG 


22 


IHMWHI 


23 


RHMWHR 


24 


MVMWHW 


25 


AVMWHN 






► Fighting the ants head-to-head is easy, althouqh many players tend to rush and thus waste their 
ammunition. Take your time - there's enough of It. The two antennae are the insect's weak spots, 
and these can only be hit while the ant is facing you. Ideally you want to shoot at least one of the 
antennae before the ant leaves the screen. More often than not it then appears close up and you get 
just a tew seconds to down him. If this happens, position your gun during the next load on the side 
where the remaining antennae will be so as to save time aiming. 



▲ With only 1 5 days before the ant attack, a hospital stay is the last thing you need, especially when 
theycandetalnyouforaslongasthreedays. Listento what Nurse Judy hastosay shetellsyoujust 
how long you have to stay in. It's worth it at this point to have a phone around to see If there's any 
pressing business if there is, you should try to escape even If the hospital stay is a short one. In the 
escape sequence, you start on the first floor, with the objective of making It out of the main doors on 
the ground floor. Wait until the coast is clear, then get out of bed and make a break for the nearest lift 
or stairway - a lift Is preferable as it saves your energy and you can t be followed. Contact with a 
doctor or nurse isn't always the end you can shrug off their clutches and carry on running. If you 
come across one, get Into a wheel chair (but don't go out of your way to find one) to greatly increase 
your speed and makeyoualmost impossible tocatch - but DON'Tgo down the stairs in onelTheflnal 
hurdle is to get past the two burly security guards try running straight between the two of them as 
they come at you. 



PLAYERS GUIDE 




Programmer John Brandwood smears his face with animal 
droppings and infiltrates Ocean's cracking conversion to rescue 
any struggling mercenaries. 
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RED HIT ZONE 






The first ot the three horizontally-scrolling 
sections. There's even more need to watch 
what's going on on the other side ot the screen, as 
many soldiers cross over from one side to the other . 
Again, try not touse more than one or two bullets per 
soldier {which is easier with the laser sight). 



i 





The observation tower le different from the 
other object* and enemies as 11 damages 
both play art simultaneously. Use either a good 
long bunt of fire or better still, a couple of 
rocket bombs aimed at the top of the tower. 





EVEL F< 



RESCUE HOSTjfo 



Let's get one thing straight - shooting hostages 
is BAD. For a start there's only a limited number 
ot them in the first place and it's game over if you kill 
them all. AND for each one you shoot, you lose two 
energy units. An added bonus of releasing the 
hostages is that they award ammunition or 
supplies. But the player who's credited with these 
goodies isn't the one who released the hostage, but 
'.he one on the side of the screen that the hostage 
exits on - il works on the same system as shooting 
objects from crates. Hostages always leave the 
screen by the longest route, so shoot the lock when 
the door is on the OTHER side of the screen to 
ensure that he or she leaves on your side. 

The armoured Russian at the end should be 
shot constantly because he can't fire at 
you while he's being hit, You mustn't stop 
hitting him for a second fire a rocket bomb at 
him while changing magazines. Like the 
observation tower and helicopter gunshlp. the 
Ruskie damages both players. 



f\b)ects like the knives, grenades and 
V/baxookas which are thrown and fired at you 
are devastating if they hit, they take a while to 
gel 10 you. and no xoldiers with guns should still 
fake priority. Shoot the projectiles out of the air 
when you get the chance. 





PLAYERS GUIDE 





m 



EVEL : 

SECURE ESCAPE 



T 

! 



Apart from the aquatic setting, there's not much 
lo differentiate this from Level Three. The main 
difference is that some of the MiGs and gunships 
fire missiles and guns AT THE SAME TIME! The 
boats act in the same way as Level Three's jeeps, 
but inflict more damage. 



Another repeat of a previous level (Four this time) 
and, as such, many of the same hostage- 
rescuing principles apply. Due to the layout of this 
level, you don't have to put up with soldiers firing 
from the rooftops (although the window troops are 
still there in force). 





ARRIVED AT 
ADQUART 



Another re-run of levels Five and Three, but this 
lime with even deadlier enemies. The MiGs and 
Gunships are back in force, this time firing twice as 
many missiles and bullets as before. In addition 
there are hundreds of soldiers and you MUST pick 
them off with just a couple of bullets each, or you're 
certain lo run out of ammo. There's not a lot more to 
learn tnal hasn't already been explained, but if 
you ve got any grenades left, use them all up here, 
as there's no use for them on tho final level. 




URED A P 

f ESCAPE $ 





The final showdown pits you agaknsl 
Esplnosa, the terror la! leader who haataken 
the captain hostage. The most Important thing 
her* l« the laser sight as careful aiming la vital If 
the captain (and you) are to get out alive. The 
cap'n can only afford to take lour hits before he 
dies, so take yourtlme(but don't hangabout too 
long tsplnosa constantly shoots at you). 
DON'T use rocket bombs as they almost 
certainly kill the captain. 





Your Hit Rate (which is calculaled by comparing 
the total number of bullets fired to Ihe number of 
hits) is the most important statistic, as it's this 
number which governs how much energy you get 
back in the next level. This wasn't ihe way il worked 
in Ihe coin-op, but John changed the system as he 
felt this one worked better. Success relies heavily 
on getting a Hit Rate higher than 60 per cent on 
every level. 



MA 



LACED 





The final showdown inside the hijacked plane sees more flying knives, rockets and grenades than on any 
other level - but even so, gun soldiers must slill take priority. Since this level isn't set out in the open air, 
Ihere are no power-up crates, so your ammo and supplies are smuggled to you by the female hostages who 
run towards you. For this reason, it's especially important that you don't kill them - a unit ot energy is lost for 
every woman killed as well. Finally, you can't conlinue on this level, no matter how many credits you have left. 
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HARD DRIVIN' 

(Domark) 



r^omark Software Manager Andy Blazdellcomes 
L/to the aid of all those wanting to lose their L 
plates... 



T Controlling the car is the most difficult thing 
to master remember that this isn't an arcade 
game and so wrenching the joystick/mouse left 
and right isn't going to help. Small taps are a lot 
more effective. The position of the wheels is 
shown by a small blue bar in the centre of the 
dashboard, and since the wheels don't centre 
on their ownfasinthe coln-op), you havetodoit 
yourself. 




1:42 





A Corners can be difficult to take without 
practice it's vital that you master re-centering 
the wheels so you can come out of a turn safely. 
Only when you have the hang of things and 
know the 'line' to take corners, can you start to 
worry about speed. Remember the car 
accelerates fastest when the wheels are 
straight. With this in mind it's important that you 
turn into the corner properly so that you don't 
need to turn the wheel until you come out of the 
turn - doing so slows you down. 



A The hump-backed bridge that Immediately 
follows the loop must not be jumped at over 
60mph, or you crash on the other side. 

▼ The loop the loop is one of the toughest 
obstacles to complete. For a start you have to 
be doing at least 60 (as indicated by the 
signposts that lead up to it) to gain enough 
momentum to go through without dropping out 
of the top of the loop. In addition, you should be 
steering slightly to the right to compensate for 
the simulated centripetalforce (which attracts 
objects towards a circle's centre) which throws 
you over to the left. 




IN GENERAL 

• Remember when racing the Phantom 
Photon to save your races out onto a 
separate formatted disk NOT the original 
Hard Drivin' disk. Saving to the master disk 
erases the original Phantom Photon in 
favour of your winning performance. 

• There is a way to 'cheat' when racing 
against the Phantom Photon and 
subsequently beat him by miles - try 
lookina for shortcuts onto the Soeed Track. 




POWER DRIFT 

(Activision) 

One (or the experts. Select any course except D 
and WIN all the races(you must win them to get 
a gold medal - finishing in the top three isn't good 
enough). Collect all of the gold medals and you 
enter a bonus round on a secret course with you in 
control of the F-14 Tomcat from Afterburner! To 
cap it all there's no collision detection so there's no 
holds barred. If you do the same thing, collecting all 
the gold medals on course D. you get another bonus 
round, this time with you in control of the Super 
Hang -On bike! Once again, there's no collision 
detection. 



CHASE HQ 

(Ocean) 

Race ahead with a couple of choice cheats, the 
first courtesy of Ben Brown from Northants. As 
soon as the title screen disappears, start tapping 
the SPACE BAR at high speed, and continue 
tapping until loading has finished and the game 
begins. Now you should find that your car has a top 
speed of over 1 .000 km/h and some wacky side 
effects await... 

Alternatively, hold down the joystick fire button 
and the left mouse button simullaneously and type 
in GROWLER to activate the cheat mode. Now 
pressing T during play resets the clock to 60 
seconds! 




BATTLE SQUADRON 

(Electronic Zoo) 

Type in CASTOR at any time during play - the 
screen will flash green for a second, indicating 
the cheat mode isactive. From now on both players' 
ships are invincible! 



■ 
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SIM CITY 

(Maxis/lnfogrames) 

Milton Keynes or Gotham 
City? The choice is yours - but 
with these handy hints you've 
got a much better chance ot 
creating the ultimate urban 
paradise. 




A Good city-building Is all down to common 
sense. To get your city off to a good start, build 
up areas with four or five of the same zones 
together rather than mix and match. It's best to 
separate areas, especially when it comes to 
residential and Industrial zones people don't 
want to live in houses with glue factories and oil 
refineries next door. Commercial zones, 
however, can be placed quite close to the 
residential zones in fact it's a boon to have 
them close by as commuting is easier and 
traffic isn't such a problem. 




A A good road system means Sims can 
commute without it there's no city. But as the 
city grows, more Sims arrive and consequently 
more traffic appears on the roads and causes 
congestion problems. To avoid this, plan In 
advanceand build dualor triple carriagewaysto 
spread the traffic, or create new short cuts' - 
alternative routes allowing Sims to avoid 
congested areas. Building a railroad is a valid 
alternative. With a track running through key 
areas in the city, less cars occupy the road. The 
only major problem with this is money - a 
section of railway costs twice as much to lay 
and maintain than a section of road, so your 
transit costs rocket as soon as the railway 
reaches a usable size. For this reason, It's best 
not to start a railway until plenty of money's 
rolling in. 



T Situate Fire and Police stations in and near 
heavily built-up areas. There's no point putting 
them out in the sticks as a) who wants to break 
the law in the desert? and b) what's likely to 
catch fire? Placing Fire Stations evenly around 
the metropolis Increases fire protection not 
that it's that vital. Apart from the freak naturaJ 
disaster, hardly anything ever catches fire. 
Unfortunately, this isn't the point and the Sims 
aren't happy unless you give them adequate 
protection. Crime is another story it's most 
rife in built-upareas not under Police Influence, 
so create another station or two when the going 
gets tough. Crime also accelerates when the 
Police service is under-funded. Crime is an 
effective people repellant, so ensure that the 
cops always get their cash - even if it's at the 
expense of the fire or transport services. 



A Land Value is important - themoredesirable 
the property, the more likely It Is that people will 
want to live there. If you really want to pile the 
people In, build residential zones along a 
coast-line and watch those property prices 
soar! 



DEATH AND TAXES 

Financial control Is what it's all about - set your 
taxes too high and you drive the Sims out of 
your 

city. Set them too low and you won't receive 
enough money to keep your city running. 
However, there is an easy solution. At the very 
start of the game, set the tax rate to zero per 
cent to encourage as many people as possible 
to set up home, and keep the tax rate as zero 
until November. Now whack the tax rate right up 
to the maximum 20 per cent - when the year 
comes to an end you receive the maximum 
taxes from everyone. When this happens, 
reduce the tax rate to zero once more ana start 
the whole process again. 

The reason this works is because Sims take a 
couple of months to react to a change In 
taxation. By changing the taxes right at the end 
of the year, the Sims don't get a chance to 
complain before the year ends and the taxes are 
collected. 
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Brian Nesbitt has bis fun 
with a pair of Jugs in 
Firebird's WWII shoot 'cm 
up. 

aleco's horizontally-scrolling, parallax- 
based shoot 'em up sees theplayertake to 
the skies in a WWII setting, challenging a 
variety of enemy craft and their end of 
level Bosses. 
There are eight levels in total, with each split 
into two sections. Finish those and you get the 
chance to go through it all again, only this time the 
ride's a lot rougher. 





BIG JUG 



A so known as the T-Bolt, the Lead Sled or the 
Jug (because of its size apparently!), the P-47 
Thunderbolt was the largest single-seat single- 
engine fighter of WWII. So notable was its size in 
fact that Gabby' Gabreski, one of the leading 
American aces of the last war, was once quoted as 
saying The best way to take evasive action in a 
Thunderbolt is to undo the straps and run around 
the cockpit. 

Originally designed as a long-range escort 
fighter, the aircraft entered sen/ice in the early 
1940s, but found its real niche as low-level attack 
plane against Germans and Japanese. The 
massive 2,200 horsepower engine was almost 
dwarfed by the armaments specification which 
comprised eight 0.5 calibre machine guns, 10 
five-inch rockets and a 2,000lb bomb load (a single 
1,0001b bomb under the fuselage and one 5001b 
bomb under each wing). 




4?1 




Take to the skies of Northern France to open 
your account. Following an action-packed 
flight over verdant countryside It's up Into the 
colourful orange evening aky. The North 
African setting of Level Two comprises an 
enemy-abundant rocky terrain and some 
above-water antics over the Mediterranean. 
Just so that you know what you're letting 
yourself In lor, each scene is set with a relevant 
picture. 





When the going gets too tough, get going 
with a friend and take on the enemy forces 
together. The second player is orange to avoid 
confusion - well, at least until the enemy and 
bullets begin to fly. 



IT'S NOT ALL PLANE SAILING 

The enemy comes in many different shapes, sizes and attack patterns. Most common are squadrons of 
I planes, some of which fire cannons while othersdrop bombs. Gun turrets litter the terrain, more often than 
not accompanied by moving tanks. V2 rockets and missiles shoot across the screen, and big bombers 
occasionally drop by to get their share of the action. ^ 

End of level Bosses include a train which trundles across the bottom of the screen, a large bomber, a great 
big tank and a battleship. All of these require multiple hits, but some are easier than others. 





REVIEW 






STRAP IN, UP-GRADE 
AND WIPE OUT 

Shoot the special choppers and collect the 
discarded tokens. There are six different types 
to pick up, the effect 5 of which improve in quantity. A 
handy feature is that you're made invincible for a 
second or two when you pick up a token. 

The armoury contains Bombs, Spray Missiles (a 
little pod shoots forth and explodes into a shower of 
bullets), Multi-Missiles (seen here: a formation of 
missiles shoot forth). Speed-ups (to put more 'go' 
into your go-faster stripes), Directable Fire (one for 
the seasoned pilot, as the plane also moves in the 
direction you choose to Tire) and the ubiquitous 
Extra Life (usually confined to one per section). 



Shoot 'cm ups depend a 
great deal on sound for the 
creation and maintenance 
of an atmosphere. Here 
however the effects are 
only functional rather than memorable, and 
the music (which can't be turned off) is so 
annoying that it only serves to distract. The 
ST's sound chip simply shouldn't be used for 
drums the end result has far too much hiss. 
The visuals are also quite unremarkable, 
although to their credit they are very 
colourful. There are some nice touches, such 
as splashes when the bombs hit the water, 
but then there are also some irritating faults: 
the game can only be started from a 
key driven menu (which Irrltatlngly enough 
reverts to One Player following conclusion of 
a Two Player game, so you have to resclect a 
Two Player game). Also, when fighting 
enemies that require multiple hits, there's no 
clear indication that your bullets are hitting 
the mark - flashing, for example, is much 
more effective. P-47's fun in a mindless sort 
of way, and it's tough enough to keep most 
players on their toes - but not for any great 
length of time... especially at the price. 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 

OVERALL 



24.99 
Out Now 
70% 
63% 
74% 
55% 

70% 



© 

release date. 



What you see on the ST Is 
roughly what you can 
expect to get on the Amiga, 
and at the same price. The 
only difference is the pro- 
posed mid-February 



^^^l Work is still in progress, but 
^^^^^v you can expect to see CGA- 
^ and EGA compatible ver- 

^1 1"^P* slons sometime in March, 
^^^■r once again priced at 
£24.99. The parallax scroll- 
ing isn't likely to be noticeable by its 
absence, and otherwise PC P-47 should play 
much the same as its 16-bit counterparts. 
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"Addictiveness ... Do / Aave to give if back?" 
AMSTRAD CPC COMPUTING. 
"It's superb." ST USER. 

"The role of manager is highly involving, a feeling 
enhanced by watching the match sequences," 
AMIGA USER INTERNATIONAL. 
"Spectacular graphics and tactics, it offers 
unlimited action and even more fun and 
excitement " POPULAR COMPUTING WEEKLY. 
"Addictive? You betcha. " YOUR SINCLAIR. _ 
"Real football fans everywhere will love it | 
A leader in its field. " CRASH. 



What the press said 



"Football fans will be instantly hooked."ZZR? 64. 
"If you liked the original buy this, if you like a 
challenge ...or are football crazy, buy this, its well 
written, well presented and (ahem) well wicked." 
AMSTRAD USER. 

"This game has everything... what is really 
astounding is the sheer payability. My favourite 
strategy game on the Spectrum, no contest" 
SINCLAIR USER. 







Usual R.R.P. of Special Limited 

FM2 tad Edition Pack 
Eipansion Kit R.R.P. 



SPECTRUM 48/128K 
AMSTRAD Cassette 
AMSTRAD Disk 
CBM 64/128 Cassette 
CBM 6-1 128 Disk 
AMIGA 
ATARI ST 



IBM P C. 



J23*98~ 

£32,98 
£02.98 



£9.99 
£9.99 
£14.99 
£9.99 
£14.99 
£19.99 
£19.99 
£19.99 
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Prism Leisure Corporation Pic, Unit 1, Baird Road, Enfield, Middlesex, EN1 1SJ. 




INDIANA JONES AND THE 
LAST CRUSADE: 
THE GRAPHIC 
ADVENTURE 

(Lucasfilm/US Gold) 

;trap on your whip and fedora one last lime for 
the final episode of this thrilling solution... 

► En route to Berlin you're stopped at a Nazi 
checkpoint - It's vital that you talk your way 
round this guy as if it comes to blows you will 
surely lose. Masquerade as a senior officer, and 
when the guard asks why you are not in uniform, 
explain that you are operating undercover. 
When asked about identification, tell him you 
have none as it's a top secret mission. 




A Berlin at night and the Nazis are holding a 
mass book-burning ceremony with Hitler 
himself present. There you meet Dr Shneider 
who gives you back the Grail Diary. And then all 
of a sudden - Hitler himself appears, 
surrounded by his Gestapo bodyguards. When 
you meet him, offer him the Pass (DON'T dare 
throw a punch - for the obvious reason!). He 
autographs it and gives It back, at which point 
you should beat a hasty retreat. 

▼ The airport is your next stop - If you want to 
go the long way round you can board the 
Zeppelin. To get your hands on a pair of tickets, 
get one of the Joneses talking to the man in the 
blue coat then quickly change to the other and 
steal the tickets from his pocket during the 
conversation. 



Tim 



▼ A faster and more convenient way, however, is to go to straight to the biplane that stands outside 
the airport terminal in the landing field. Walk to this to get In and switch to a first-person perspective 
view of the surroundings. You only have a few seconds to get the plane off the ground before the 
mechanics pull you from the cockpit, so first click on all six switches In the lower right, then click on 
the box above so the green light In the picture of the biplane comes on. Click the dial labelled LRB 
twice so the needle points to B, then click on the pump handle (to the left of the control stick) three 
times. Click on the throttle, and when the gauge labelled 1 2 3 4 reaches 3, click on the red starter 
button above the six switches to take off. 



< You get shot down not long after you take off, 
and when you crash you find yourself here. 
Walk over to the right and use the blue car. For 
the next few minutes you drive across 
Germany, and are stopped at a number of 
checkpoints. To get past each one, simply offer 
the pass (signed by Hitler) to the guard. 
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▲ When you reach the Grail Temple, save the 
before entering. Once inside there are 



lame 

iree trials to complete 
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▲ The Path Of God: Only In the leap from the 
Lion's head will he prove his worth. This is 
simple enough don't look for clever traps or 
levers to open a bridge, just walk straight 
across the chasm without stopping. 



A The Breath Of God : Only the penitent man will 
pass. Try walking straight forward at first to see 
what you are up against. The next time round, 
click on the position shown here, just below the 
large rock {there's another description of this in 
the printed Grail Diary). 

▼ The Word Of God: Only in the footsteps of 
God will he proceed. Look at the spelling of 
Jehova (there are several variations) at the top 
of the screen, then make your way across the 
stones from left to right by stepping only on the 
letters contained in that word. 



▲ The Grail Chamber: Choosing the correct 
Grail is the penultimate test and decides 
whether you win or lose at a stroke. By now you 
should havean accurate description ottheGrail 
from clues picked up earlier. Use the Grail with 
the fountain and take a drink... 
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More progress through FUTURE WARS! 
Racey CHASE HQ tips! 
Down-to-Earth SPACE ACE aid! 
TOW 



Pro Tennis Tour - The Ultimate Tennis Simulation ranks you 64'" 

amongst the best tennis players in the world. 

Set your sights on such championships as the Australian Open, 

Roland Garros, Wimbledon, and the US Open. 

Step into center court, tighten your grip and prepare to serve 

up your best shot - Pro Tennis Tour is about to begin. 




w arm upon one of six 

practice programs 
containing three levels of 
increasing difficulty. Put 
away shots like a Pro > 
Master Dack-hand volleys, 
passing shots, and other 
winning tennis strokes. 




Rush the net with 
confidence, knowing you 
can strategically place 
your next return. 
Feel the excitement build 
as you challenge your next 
opponent and make your 
way to the top ! 



IBM 
AMIGA 
ATARI ST 

C 64 TO COME SOON 
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Entertainment Software 



A POWERFUL PACK OF FOUR 






They called International Karate 
the greatest Karate beam 'em 
up yet' (Commodore User). 
And who are we to argue? 
But ARCHER MACLEAN has 
come up with a stunner: A third 
fighter. An amazing animated 
background. New moves 
(including double head-kick and 
a spectacular backflip). 
Re-mixed music by ROB 
HUBBARD. And balls! 
>i'j 1987 Arcner Maclean, 
C 1987 System 3 Software Lid 

ATARI ST AMIGA 

£24.99 

DISK 



BIO CHALLENGE 

For centuries mankind has been on me 
wane Ite genes mat each gener MtOfl 
o< human* passes onto ( i>e ne«t .lie 
becoming weaker The human body 
will soon became loo 'rail to survive 
Finally, scientists seem to have the answer 
They have discovered a revolutionary 
technique to g'a'l the human Hum Inro the 
body ol a robot. 

The results o' these experiments are lo be 
tested In the BIO CHALLENGE - the 
ultimate ordeal 

Vou are a K L.I PT -Ihe latest generation Ol 
human robot engineering - an e«lremely 
sophisticated human brain in a highly 
manoeuvrable precision-engineered steel 
body Vour only mission is survival lor the 
human race 
I OtIPHlNISOMftAKE 



VOYAGER 

In 1977 Voyager II was 
launched - Inviting all life 
forms in ihe Universe to 
visit our planet Get ready - 
company's coming Luke Snayles- 
returning to Earth after completing a 
50 year sentence of "Investigative 
exploration" is not a man you'd wish 
to meet. After half a century of 
solitude, he's bored and hungry. On 
Earth the gate crashers are about to 
arrive - they are the ROXIZ. but 
Snayles has got other ideas - no-one. 
bul NO-ONE is going to spoil his 
home-coming party! 
B Ocean Software Ltd 1989 



R-TYPE 

Deep in the cost 
ThcBvcioEm 



Deep in the cosmos. Ibc ultimate terror 
.. The Bydo Empire - evil, horrific. deadly 
In the dark recesses of time and space, 
lis terrifying creatures roam the cosmos, 
waging war on (tie Planet Earth. The 
desperate battle has |usi begun As 
pilot o' the R - 9 fighter plane, it is your 
mission to crush ihcsc interstellar 
monsters using every sophisticated 
weapon ai your disposal Only your skill 
and reactions stand between brilittnt 
victory - and the devastation of Mankind 
. . At last, the arcade sensation bursts on 
to your home screen with several stages, 
terrains and a compelling scroll feature - 
Ihe ultimate in thrilling gamcpiay 

R-Type ■ 1987 IRE M Corporation 
Licensed io Electric Dreams 




Ocean Software Limited ■ 6 Central Street 
Manchester • M2 5NS 
Telephone: 061 832 6633 
Telex: 669977 OCEANS G • Fax: 061 834 0650 



REVIEW 



^ MJVER r ' 




iiimiiiuimmmmin 



PltVER 




He's served his country 
before, but Gary Whitta is 
only too keen to kick 
some more subversive ass 
in Ocean's conversion of 
Jaleco's jolly two-player 
coin-op hit. 

nee again the free world is in dire 
peril from the onward march of a 
subversive military power, and 
once asatn it's up to you to save it. 
But rather than sending you in at 
the head of a tank battal ion or a fleet of hel icopter 
gunships, the government has made the shrewd 
move of sending you in armed with nothing but a 
machine gun, some grenades and one of your 
mates! 



o 
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t of many war-torn screens, and our 
eroes ere already getting into the 
hlngs, causing wholesale destruction 
\Hf as the eye can see. The gun-toting troops 
are the enemy's main line ot defence, but theae 
are easily mown down with a quick burst of 
machine-gun fire the only problem Is there's 
plenty more where they came from. Limited 
cover Is provided by the crates and walls at the 
front of the Bcreen (but these are soon shot to 
oust and for added protection, both soldiers 
can perform a nifty commando roll to avoid 
bullets when the flak gets too heavy. 
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Aflfjlg Boss appears at the end of every fifth 
r\^C^r~i'i) This f,.ihy bowers in from Ihe lnpol 
:hc aOi'en and drops volleys of six bombs 
every couple of seconds. Multiple hits are the 
order of the day the best tactic It for one 
player to concentrate on damaging the enemy 



5 while the other deflects Its Incoming fire. 



\/oalneed to keep a constant eye In the air as 

I fW 1 " '>n !hr grOlBnd< lyp'-"5 ul -lir 

IftttMare called in randomly a monstrous 
plonPdrops sets of three bombs, while the 
helicopter gunshlp hovers menacingly before 
strafing the ground with cannonflre. 



REVIEW 



Olt looks the same, sounds 
the same and feels the same 
— In fact Ocean's French 
programmes team has 
managed to capture just 
about every aspect of 
Jaleco's coin-op perfectly... with one 
notable exception. The arcade machine 
came equipped with three fire buttons one 
to fire, one to roll and a third to lob grenades. 
The rolling is handled adequately - a 
diagonal joystickmovementwoffcs fine - but 
the grenade throwing technique is § serious 
drawback. Pulling down on the stick while 
pressing Fire is the procedure for chucking 
one, but this doesn't work in practice. In 
order to keep a steady stream of death 
going, you need to keep your finger on Fire at 
all times, and due to the Inconvenient 
grenade control, it's impossible to fire down 
the screen without lobbing one not too 
helpful when you onty get a few of the things 
and you can't afford to waste them. The only 
way round this is to regulate your firing, 
which makes things even worse! Perhaps a 
couple of quick taps on the fire button would 
have been easier. That aside, the boys from 
across the channel have done a good Job of 
bringing this captivating and playable 
blaster to the screen. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PAYABILITY 

VALUE 

OVERALL 



£34.99 
Out Now 
81% 
83% 
84% 
77% 

81% 



MHHHH Atari Cabal is also in the 
capable hands of Ocean 
France, and as such it's 

m ■ practically identical In 

every department. It 
should be around by the 

time you read this at the slightly lower price 

of £19.99. 



There are as yet no plans for 
any two-player destruction 
on the IBM compatibles, 
this situation is however 
under review. 
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dungeon... it's time to 30 
back. Kati Hamza gets 
down with FTL. 
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summonstothcGreyLord'icJSile 
brings terrible news, lord Chaos, 
who was The cause of. your long 
and terrify s jucst through tiie 
perils and [Mfdjls of Dungeon 
Master, has called a return 1 1 
to\jis- >ur Dit-i ■ tgerOysCc*t>um 
Ore which .veabsorbwg ail n ■ ; wc<UiS\ 
mr v. 1 i' this is allowed to continue; Chaos, 
won'tjustsinkcback - he'll shatter the untvetwr 
Dungeon Master won countless awaits, vyas 
best selling ST game of ITR&nfyfTTO'OtTh^'r.ost 
successful computer kPGs ever Chaos Strikes 
Back uses the same award-winning formula, but 
to slightly different effect Instead of consecutive 
levels there are four different multi-layered paths, 
each placing the emphasis on one of the original 
Dungeon Master skills - Warrior, Nmja, Wizard 

and Priesl --• ••-^^^; l '-' J ';"-' 1 - 

Hidden along the way - and protected by 
hordes of monsters even tougher tftan before - 
are four 'Corbums', each ofwhrctrmusLbe hurled 
into the FUl YA pit and destroyed 





'he man himself - the other half of the Grey 
Lord's mind and the source of all evil. 





Just In case there's anyone out there who 
(woe betide) forgot to keep their Dungeon 
Master saved game disk, the good Is ne>vs Is 
there's a completely new selection of 
characters waiting in the prison. The bad news 
Is that they're all so weak, they probably won't 
survive for more than five minutes. 



One of the features that Dungeon Master 
didn't have, the character editor allows you 
to personalise your champions by making 
alterations to their appearance and names. If 
you don't feel too artistic, there are enhanced 
pictures of all the original Dungeon Master 
champions ready and waiting on the disk. 



There's no danger that peeking Into the hint 
oracle will spoil your game. You ha veto save 
and -reboot every time you want to use this 
feature, and even then ft only offers help on 
problems near the area you're In. 





If one 
I members of 
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more 
your 

party get frazzled, 
the survivors can 
pick up the bones in 
the hope of finding a 
regeneration 
chamber like this 
one, where a blinding 
flash brings your 
plucky chum back to 
fight anew. 
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HEALTH 306/306 
i:miim 76/114 LORD 
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Ecperienced dungeon masters will be 
amlllar with the interactive character 
screen once again Chaos sees little change. 
It gives an Inventory ot any objects carried, 
information on skills and health levels and 
allows you to sleep to restore lost energy. 
Collect as many items as you can, especially 
keys, coins and weapons - at first you have to 
carry almost anything you find: later on you 
may have to make a few crucial choices. 

The dragon was probably the most difficult 
monster Dungeon Master had to offer - in 
Chaos he's just one of the guys you encounter 
on the way. However, a single exhalation of fiery 
breath Is still enough to turn your whole party 
Into adventurer cutlets. 





Some creatures, like this poisonous spider 
will be familiar to champions of the original 
dungeon... 




The dungeon Is riddled with false walls, 
camouflaged wall switches, magic 
chambers, warps and pressure pads. It's never 
safe to assume that anything is what ft seems - 
even the most innocent looking dungeon 
fixture could have a double life. Not that Lord 
Chaos Is a totally bad sport: he's left a few 
cryptic messages about the place to help lost 
adventurers out. 
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.others, like these dangerous floating worms, 
won't. 



Enemies are fought with weapons, bare 
lands and feet or magic. To use weapons 
click on the action hand icons on the right of the 
screen. The symbols just above them are used 
for casting spells often a much more effective 
way of monster mashing. Unfortunately, if you 
haven't played Dungeon Master you won't 
know any of the symbol combinations, and 
have to rely on trial and error... 




REVIEW 



Dungeon Master comp- 
letely changed the face of 
computer role playing. Its 
Interactive game environ- 
ment, animated combat 
and first person perspec- 
tive view combined to create something 
absolutely unique - an atmospheric and 
absorbing real time RPG with incredible 
depth. For addicts it had only one drawback 
- 14 levels could never be enough. Chaos 
Strikes Back is a shot In the arm for anyone 
suffering from withdrawal symptoms - and 
it's even more devious than tiie original, 
packed with problems and bursting at the 
seams with menacing monsters. By making 
the switch from a level-based adventure to a 
multi-storeyed dungeon, while retaining the 
basic gamcplay, FTL has created a product 
which Is both an original game In its own right 
and a sequel in the purest sense. As such it's 
clearly targeting a specific audience: 
Dungeon Master enthusiasts. Beginners be 
warned. . . If you don't have a set of characters 
already saved, you'll find the going a little 
inaccessible and extremely difficult. In fact, 
tf you're unfamiliar with spells and the game 
system It's more likely to put you off. 
However, anyone who marvelled at the 
animation, the terrifying atmosphere and the 
eerie sound effects of the original will find 
the sequel even more exciting. Its only 
drawback- Is an initially slightly unfriendly 
and long-winded loading system. Other than 
that, Chaos Strikes Back deserves all the 
superlatives hurled at Dungeon Master: it's 
enthralling, exciting, original and unique. 
Another classic. 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 

OVERALL 



£24.99 
Out Now 
92% 
89% 
95% 
88% 

94% 



O Expected sometime this 
spring, Amiga Chaos should 
be a straight ST port with a 
few sonic enhancements 
and faster loading speeds. 
Unfortunately, like the 
original its confined to those of us prepared 
to shell out for the extra half-meg upgrade. 



Give the boys a chance PC 
.^^^■V Dungeon Master Isn't even 
^ • J out yet. It is expected 

^ ■ tho^Sh in early 1990 to 

^a^HT be exact. CGA, EGA and 
VGA will all be supported at 
a price of around £34.99 (subject to 
confirmation). A special limited edition will 
come complete with a special sound chip 
adaptor for a sonic enhancement. Release 
dates for the sequel have yet to be 
announced. 
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Your dates: 
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September 



Your venue: 



Earls 
Court 



Your show! 




Continuing the tradition 
but dedicated to leisure. 



Sponsored by C&VG, SINCLAIR USER. CU, ACE and THE ONE 

Contact: Sally Buller at EM AP International Exhibitions: 01 -251 6222 art: 2406 
or Gary Williams ext 2518 



A COLD-SORE INTERNATIONAL PUBLICATION 

NEXT YEAR'S NEWS - TODAY 



ISSUE 3 JAN 97 



I SPENT A NIGHT AT, 
BYTES MOTEL-AND//^/ 

Even MOTHER would like these prices §^ 



Even MOTHER would like these prices 

A500 HALF MEG 



WITH FREE 
1 MEG DEMO 



£68 



A500TWO MEG 

(Internal . . . Mini Max+) 

A/B2000TWOMEG 

(Microbotics8Up) 

A/B2000 FOUR MEG 

(Microbotics 8 Up) 

A/B2000 HARD CARD 

(Microbotics Hard Frame with 
49Mb Drive 28MS) 

NEC FLOPPY DRIVE 

(3 5 "with Switch and Through Port) 

A590 UPGRADE CHIPS 
HALF MEG 1 MEG 2 MEG 

£40 £80 £150 

ALL PRICES INCLUDE VAT AND POSTAGE & PACKAGING 



£289 
£309 
£489 

£489 
£68 




BYTHE TIME YOU READ THIS.. 

Magazine deadlines are getting sillier. Most ads. 
are out of date by the time you read them. 

517 PHONE TODAY FOR DETAILS 
OF OUR NEW PRODUCT RANGE 
AND LATEST PRICES! 




TRADE ENQUIRIES WELCOME 

Send cheques to: Dept ONE 
Memory Expansion Systems Ltd. 

Britannia Buildings, 46 Fenwick Street, 
Liverpool L2 7NB 

(051)236 0480 

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE 
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Patrol 





T he map screen Is where all the strategic 
I work lakes place. From here your route Is 
pJBtnt tha area Is surveyed, rations are doled 
out and the speed of the march Is determined. 
Sleep Is essential - It gets too dark to walk after 
around 10 at night anyway, and your men can't 
walk for too long or they collapse. 



\ A/ hile on the move you are treated to either 
VV one of the many full-screen hand-drawn 
piotures. or a relevant .digitised sequence 
(borrowed from certain well-known Nam 
movies). 

In terms of status, the two most important 
I things to monitor are each soldier's strength 
and morale levels. Should either drop below an 
acceptable level, the player In question ceases 
to be effective, and becomes a burden - at 
times even a risk - to the rest of the unit. The 
unit's set-up is also chopped and changed at 
this stage: one man is selected as 'Lead' 
(basically a frontman who walks a few yards 
ahead of the party and whose job ft is to spot 
traps) while any number of others take point' 
duty. These scouts patrol to the side of the unit, 
to help spot the enemy before they get too close 
for comfort. 



O 



Gary Whitta goes 'in 
country' and finds himself 
fighting for his life in 
Ocean's Vietnam-based 
graphic adventure. 

liver Stone could hardly have 
known what he was lettins 
America in for when he first 
screened Platoon in 1987. For 
although his wasn't the first movie 
to tell of America's involvement in its least 
popular war, it did start a fire which is still 
burning in the US media. 

Platoon was quickly followed on the silver 
screen by Full Metal Jacket and the vastly 
underrated Hamburger Hill, and by countless TV 
productions including the almost outrageously 
silly Tour Of Duty and an Australian mini-soap, 
Vietnam 

And America's new-found taste for washing its 
dirty uniforms in public shows no sign of dying 
down as we enter the 1990's, with at least two 
major new films due for release starring actors as 
weighty as Bruce Willis, Tom Cruise, Sean Penn 
and Michael J Fox. 

Ocean's place on the bandwagon has already 
been booked by the release of the Platoon tie-in. 
This 'Cinemaware' style adventure however, 
attempts to go a step further by captunng the 
atmosphere of a lost platoon's battle for survival 
against the elements and the might and cunning of 
the Vietnamese army. 

As platoon leader Weaver, the greatest crisis in 
your tour of duty begins in June 1 965 when your 
helicopter is shotdownwhileon routine patrol - 
your priority now is to lead your six remaining 
grunts across VC territory from the chopper to the 
nearest US Army installation at Du Hoc. 

The terrain is Ijarsh and hilly, there's 58 miles to 
cover, and the whole area is swarming with Viet 
Cong - best of luck... you need it. 










Encounter a small unit and the battle is 
fought automatically you just decide if 
your unit's fire rate should be Normal or Heavy. 
The calculated battle rages until either side Is 
eliminated or you choose to retreat. 
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With ammunition levels critically low and 
the men tiring fast, combat with the 
enemy is the last thing you want - but 
sometimes It's unavoidable. Not only are there 
VC patrols all over the place, there are also 
reports of an unknown enemy force tracking 
you. Should the worst come to the worst, any of 
live arcade-style combat sequences come Into 
play, depending on the situation and number of 
enemy forces. 



War may be hell, but it sure bri 
back the bacon when it's 
into films, and computer games 
for that matter. Ocean's cut the 
mustard more often than most, but 
this time it's come up with 
product which attempts to bri 
the gap between the silver a 
computer screen. Curtis Hutchin- 
son sets the sc 



The trend for bringing battles to the big 
screen dates back to the silent era, when 
<ing Vidor's impressive The Big Parade 
became the biggest - grossing film of the 
Bra. And although it was made over 60 
years ago, this anti - war movie is a good deal more 
sophisticated than many of the contemporary 
offerings currently battling it out for shelf space in 
video stores. 

In those days Hollywood could get away with 
anti- war movies: the harrowing All Quiet On The 
Western Front, for instance, even took a 
sympathetic view of the Germans. Ah, enlightened 
days indeed. 
When the Second World War eventually rolled 




Coming into contact with a large enemy 
force - say, by stumbling onto a hidden VC 
encampment initiates this military duck- 
shoot. Armed with an M60 and a handful of 
grenades, you pick-off the enemy soldiers as 
they appear from behind the bullet-ridden 
walls. 




around, war as entertainment provided an endless 
source ol shoot em up adventure and cheap 
propaganda. But then, by today's standards WWII 
was reasonably straightforward - the bad guys 
were clearly the Germans and Japanese whose 
aggressive expansionist behaviour had triggered 
off the hostilities in the first place. 

Consequently you'd be hard pushed to find a film 
sympathetic to either of Ihe evil empires made 
during the period. Instead. God-fearing all- 
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A Sean Penn and Michael J. Fox In 
forthcoming Casualties of War. 



the 



The hardest (and most visually impressive) 
arcade sequence of the lot pits your men 
against a VC sniper hidden somewhere in this 
village. He could be In any of 24 locations, and 
it's your job to find him and kill him before he 
picks off all of your men. The sniper can only be 
spotted through your telescopic sight, and 
even when he's found he's not easy to hit. To 
further complicate matters, each of the platoqn 
has different abilities as a rifleman - the lower 
the skill, the more the gunslght shakes. 



lencan heroes like Errol Flynn. John Wayne and 
Audie Murphy (a real - life war hero) did battle with 
the bad guys, winning between them the wars in 
Europe and the Pacific. Those were the days. 

War movies today are far more confused and 
confusing - a reflection of war's changing nature, 
where the dividing line between good and evil is no 
longer as clear cut as it once appeared to be 

Enter Vietnam, an enormous blunder that 
Amenca leapt into feel first with scarcely a second 
thought. 

However, Hollywood was less keen to get 
involved - after ail, mainstream movies are aimed 
at young audiences, and during the late 60s and 
early 70s this target audience was taking to Ihe 
streets campaigning for an end to the war. 

An anti- war message was also unthinkable, as 
no- one in Tigseltown would have dared lo bankroll 
it. So the only movie to emerge from the period was 
John Wayne's peacenik offensive, The Green 
Berets. 

Wayne had long been renowned for his right of 
centre views, but this effort took the biscuit. Upset 
by the unpatriotic activities of some of his fellow 
Americans, Wayne wanted to put the record 
straight... his way Consequently the film is one of 
the most notorious pieces of propaganda ever 
made. To ensure that he had total control of The 
Green Berets. Wayne directed and starred in it, 
hired one of his sons to produce it and another lo 
co-star alongside him, 

Hollywood failed to properly come to terms with 
the war until the release ol The Deer Hunter in 
1978, five years after the war had finished and 10 
years after Wayne's Asian adventure. 

As an anti-war statement, the film successfully 
captured the brutalising effect of hostilities on the 






Getting pinned down by three VC machine- 
gunners holed up in concealed nests Is no 
laughing matter - hang around too long and 
your men are picked on one by one. To take 
them out, watch tor the flash ot gunfire, then lob 
a grenade In the relevant direction. Alming's no 
problem - the trick is to power your throw so 
that it doesn't fall too short or go too far. 
However, while the length of time you hold on to 
the grenade determines the strength of the 
throw it also works as a fuse hang on too long 
and you could lose your hand. 




individual. The movie steered admirably away from 
protracted action sequences, choosing mslead lo 
concentrate on the three cenlral characters who go 
off to war together. 

Unfortunately The Deer Hunter was way too long 
and weighed down with unnecessary symbolism 
Also, many viewers mistook the irony in the film's 
closing scene where the survivors, unable to 
articulate their shattered thoughts, sing God Bless 
America - as a patriotic message) However, the 
film's commercial and critical success helped to 
pave the way tor further 'nam movies. 

What came next was almost the best anti-war 
film ever, Francis Ford Coppola's Apocalypse 
Now. For its first two thirds, the movie has all the 
trappings of a classic : a low - ranking officer is given 
the task ol terminating with extreme prejudice' a 
renegade US Colonel who has formed his own 
army deep in the jungle of North Vietnam 

The film moves at a cracking pace (pushed along 




by truly stunning photography and a hazy sixties 
soundtrack) until the senior officer is revealed to be 
none other than the mumbling Marlon Brando - 
every word he utters is incomprehensible the final 
third ot the movie can almost be written off entirely. 

So Hollywood's anti-war lobby had its chance 
and blew it. leaving the gates wide open for 'nam 
shoot em up adventures. The first warning signs of 
what was to come next emerged in First Blood, the 
film that introduced a new word into the English 
Language - Rambo. As a knockabout adventure 
the film's actually quite good and old Sly is 
convincing enough as the nam vet who's not 
allowed to adjust to peacetime. Unfortunately, 
unlike the David Morrell novel on which the film was 
based, the hero survives. 

But worSe was to come... much worse! 

The unfortunate sequel, Rambo: First Blood 
Part II. typified all that was bad in the Hollywood 
flagwavers of the 40s and 50s - only multiplied 
several times over. This time -around Sly is sent 
back to 'nam to liberate prisoners listed as 'Missing 
In Action '. Before leaving he asks his commanding 
officer, Do we get to win this time? And sure enough 
he does - singlehandedly. 

The movie not only glorifies war. but attempts to 
rewrite history - America may have lost the battles 
in the jungle but Sly was going to make damn sure it 
won the war on the screen. 

Rambo's adventures in South East Asia were 
exactly what Hollywood had been waiting for. A 
whole new generation had grown up untouched by 
the realities of the situation - and Rambo made 
gung-ho patriotism fashionable all over again. 

Chuck Norris, a has-been karate champion, 
took a flying kick onto the bandwagon and starred in 
an immediate remake of First Blood II called 



Lone VC patrols are not uncommon, and If a 
scout comes into contact with one. a beat 
em up ensues. Your main enemy is time - your 
orders are to report back to your unit in a couple 
of minutes, and if you haven't kicked and 
punched your opponent into submission by 
that time, they leave without you. 




Chance upon one of the random minefields, 
and one man Is selected to find a safe path 
through. The drill is to crawl forward slowly, 
dusting off the ground ahead to find a way 
through. There are four increasingly difficult 
fields to pass through, but keep your head and it 
should be possible to complete them all without 
loss of life. 



late hasspawnt 
sequels). Ail manner of low -budget actioners 
followed , most of them destined for some of the less 
discerning parts of the video market. 

This downward swing was only alleviated by 
Platoon, a powerful character study based on 
director Oliver Stone's own experiences as a 
grunt The movie's Oscar -endorsed success 
made Vietnam a respectable genre once again. 

There followed a succession u( laudable movies 
- Full Metal Jacket, Hamburger Hill, Gardens 
Of Stone - all damning ot America's involvement 
in the war. Then last year saw the return of Robert 
De Niro to 'nam for Jacknlfe. and Hang S Ngor 
(The Killing Fields) turned up as a sympathetic 
Viet Cong in The Iron Triangle. 

Hollywood even managed to get a few laughs out 
of the war by making Robin Williams a 
wise-cracking disc jockey in Good Morning 
Vietnam. Although it was a blatant vehicle for 
Williams' manic stand-up routine, the film also 
carried a potent (if slushy) anti-war message. 

US Television has also recently got in on the act 
with Tour Of Duty, a serious' character study 
which has the look and budget of a cheapskate 
soap. 

And now it seems that Vietnam is almost 
becoming fashionable with the teenage matinee 
crowd. Michael J Fox has had a Gl regulation 
haircut and is having a go at exorcising the spirit of 
the war in Casualties Of War, white toothy Tom 
Cruise is set to crop up later in 1990 as a crippled 
war veteran in Born On The Fourth Of July. 

After holding back for so long, Hollywood has finally 
discovered that America's biggest blunder can be 
transformed into a nice little earner... 



REVIEW 




jatinq the locals can lead to the discovery of essential food and weapons. Most of (he 
and settlements are marked on the map. and visiting them initiates a sub-game where the 
fve Is to prise as much out of the locals as possible, via a simple adventure-style parser. The 
line of questioning is either Normal or Hard (In the latter, the subject is roughed up and knocked 
about). You can shoot a villager as an example to the rest, or even torch the whole village 
Platoon-style. The latter course Is best avoided though, as It results In a sharp drop in your unit's 
morale. 



. 5 J 
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YOU DRAG HN ELDERLY 
FROM THE UIETNRMESE. 
HIT RETURN FOR MENU 



MRN 

RCCESS. 



astering the terrain and plotting a route 
through the map is all-important - 
obviously trekking across the mountains is 
going to take a lot out oi your men. To he'p you 
find the easiest route to take, this reconnais- 
sance map gives a detailed run-down of any of 
the sectors around your present position. 

The unknown enemy forces tailing you are a 
constant threat, so traps must be laid to 
slow them down. These makeshift grenade 
traps are simple but effective (especially when 
laid along a path, or other well-used route). The 
purpose-built Claymores are understandably 
more devastating, but these have to be found 
first. 



Though sinple in 
design, booby traps 
like this were 
responsible for 
thousands of U.S. 
casualties during 
the V i e t n an war . 




lYMORE MINE 



Contains around 798 
steel ball bearings 
which, upon detonation, 
are hurled in a 278yd. 
160 1 arc that can 

idecinate an entire 
I patrol 




O There's a hell of a lot of 
potential In a same based 
around the Vietnam war, 
and Lost Patrol goes some 
way to realising it but it 
really only half-hits its 
target. The task in hand is a tough one, and 
there's plenty to think about along the way, 
but after a few lengthy sessions it starts to 
feel limited as It becomes apparent that 
there's not really THAT much to it, despite 
the fact that It looks like a hefty package at 
the outset. Surprisingly, the graphics are 
quite disappointing, with the standard of 
still shots varying wildly and the arcade 
games having no visual cohesion. The 
interrogation sequences arc nice, but ft 
doesn't take long to master each one, and 
the parser Is limited (it only seems to 
understand words like VC, Food and Guns, 
with everything else being ignored). The 
arcade games work well enough, especially 
the Sniper sequence, but these too arc 
limited in their appeal. Fortunately the 
strategic element holds it together there's 
definitely a challenge here - but the whole 
thing is realty a bit of a missed opportunity. 
The Lost Patrol should have been on a much 
larger scale with a lot more to do - just like 
the Cinemaware games it's tried to emulate. 



PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAY ABILITY 
VALUE 

OVERALL 



£24.99 
Out New 
70% 
68%* 
72% 
70% 

73% 



Currently ncarlng comple- 
tion and expected soon at a 
price of £19.99, this Is 
expected to occupy three 
disks instead of the Amiga's 
two. Also, the graphics will 
be that bit more simplistic, due to the 16 
colour limitation. 




There are no firm plans as 
yet - the eventual 
appearance of an IBM- 
compatible Patrol depends 
very much on the perfor- 
mance of the other two 



versions. 




Speciaf 'J{eserve 



Can you 
afford not 
to join? 



• Bi-monthly Buyer's Guides, each with reviews ot 40 games 

• Release Schedules, issued with each Buyers 
Guide, with up-to-the-minute release information 

• Catalogue, Membership Card and Folder 

• Fast despatch ol stock items, normally the 
day after receipt ol order Most lines m stock 

• Games sent Individually by 1st class post. 
Most fit through your letter-box. 

• 7-day hotline, until 8pm weekdays, 10 lo 5.30 
Saturdays, 11 to 5 Sundays. 
■ Written confirmation of order (with receipt) 

• Instant refunds on request, if there is a delay. 

• No commitment, no obligation to buy. 

• The best games, carefully selected, 
available at extraordinary prices. 

All for just pt f)f) 

Annual membership. Jtm \aw m \er\aw 

We're mtles cheaper than elsewhere. Below are 
a selection of offers at prices you might not 
beheve. You can buy games at the same time 
as joining - or join now and select from our full 
catalogue. All items advertised are only for 
sale to members and are subject to availability. 
Note: Upgrade to Official Secrets is offered to 
members of Special Reserve 




For the 
serious 
gamer! 



16 Bit Software 



AMIGA ST IBM 



Wt «10ftU»Pl> G4MEBON 

IX 5« FCM MOT "AC CPC 

3DPOOI '5*9 H«9 

AfifUflunNEn -*s e*9 

AOUAVf NIURA «999 1999 

ARTHUR l«FOCOMi '9 99 <B» 

BAAL 6 99 6 99 14 99 

BAU.ISTIX 699 699 1149 

BALLYHOO i*tFOCOWi 16 49 9 99 

BARBARIAN 1 1 PALACE I 18 49 '5 49 1199 

BARDS TALE i 7 96) 7W 7« 

BARDBTAIC? 1649 1749 

BA'WAt. THE IAOVIE IS 99 15 99 

BATTLE OF AUSTEHITJ 1649 1649 '949 
WTII SQt/ADRCM 

BATTLE VALLE* 12M I2.H 

BATTiETECM iWFOCOMt 1649 1649 1»*» 

BEACH VOUEV 15 99 12 99 

BEVOMtZORH (iMFOCOMI 9 99 

BLADE WARRIOR 1599 15 99 IBM 

BIOOOMONE* 14 49 '4 49 15.49 

BIOOOWYCH 1549 1549 1649 

BLOOOmCH DATA 0I5K 999 9 99 

BOMBER t»49 '146 n 49 

BRIDGE »LA«ERKOC '4 49 

BRIDGE *-LA«£R f 50 19 49 19 49 

CABAL '5 49 1349 

CARRIER COMMAfU) 79B 1649 2199 

CHAMBERS OF SHAOIM '499 U« 

CHAOS STRIKES BACH '5 99 

CHASE MO 1599 '299 

CMESSUASTERJWO 1549 '549 15*9 

CWROf* QUEST 9 49 9 4B 

COLLCSUS CHESS A 15 49 '5«» 



SONY 3.5" 

DS/DD DISK 



79p 



CONFLICT €uBO»£ '6 49 

CONTWENTAl CIRCUS '299 
CORRUPTION (M.SCROLLS) '399 
DAMOCLES '5 49 

DAV O* THE VIPER '6 49 

DEFENDER OF THE CROWN 649 

DEGAS 

DEOAVU '2 49 

DEJAVltJ 1549 

DEMOKSTOMB 1? 99 

DFMCS WINTER (SSI) 17 49 

DOUBLE DAAOON1 13 49 

DR DOOM'S REVENGE 16 49 

OFLAGON NIMJA . 9 49 

DRAGONS LAIR |1 MEG> ?6 49 

DKAGONS OF FLAMt (55*1 1»49 
DR»«»HEN 16 99 

DMWNO FOFtCE 1649 

DUNGEON MASTER 

DUNGEON MASTER II MEGi 15 49 
DUNGEON MASTER EDITOR 7 4» 

□•N AMITE DUX 15 99 

EDDIE EDWARDS SUPER SKI 6 49 

EL'MINATOR 1 1 / AMIGASONLYi 549 

ELITE 1549 

ELVIRA MISTRESS O) T"E LAR" 

EYE OF HORUS .............. 15 99 



16 49 


1749 


1299 




1199 


1599 


IS 49 




16 49 




6 49 




14 49 




599 




1549 


15 99 


1299 


1649 


1749 




1149 




16 49 


1749 






17AB 


16 49 


■,. t'. 


1799 


'649 




15 49 


24 99 


749 




1MB 




BAB 


649 


5 49 




11 49 


16 49 


1149 


20 49 


1599 


• g H 




Members of Official Secrets get all the benefits of 
Special Reserve plus: 

• Confidential. Our 32 page bi-monthly magazine is 
essential reading for those interested in adventures or 
role playing games. Written by experts. Confidential 
has covered everytrvng from How to Host a Murder to 
Which F16 Flight Simulator'' Our agents, led by the 
Master Spy known as "The Boss Upstairs*, seek out 
the secrets of RPG's, FRP's. MUG'S, PBM's. Leisure 
Suit Larry. The Russians, Elvira. .... and more. 
• Myth. Written by Magnetic Scrolls, authors of The 
Pawn, exclusively lor members of Official Secrets. Myth 
s a small adventure set in Ancient Greece. In it you'll 
meet The Ferryman, cheat Death and face the nme- 
headed Hydra. Myth includes the famous 
Magnetic Scrolls parser and graphics and is 
included in the price of membership. 
• Help-Line. Manned weekdays until 8pm 
and Sundays. The Help-Line can help you 
solve most problems on most adventures. 
• Gnome Ranger. Level 9's brilliant 3-part 
adventure or a Surprise Alternative. 

UK Annual Membership £22.00 

including six issues of Confidential, Myth, the Help-Line. Gnome 
Ranger or alternative and membership of Special Reserve 



At AlSU BUFVM QAMFS ON 
OlSK FOR AMS" AAD »CW 

' 16 COMBAT PILOT... 

F16 FALCON 

F 1 6 FALCON MiSSiOH DISH 
F29 RETALIATOR 
FANTAWBON 

'EDERATlON OF FREE TRADERS 19 49 
fERRARI FORMULA 1 
FiENDiSH FREDS BRJ TOP FUN 
FIRST WORD PLUS 
FiSHMMSCROLLSl 
FLIGHT SIMULATOR 1 

FOOTBALL MANAGER t 

FM2 E*PANSON KIT. 
FOOTBALLER Of THE YEAR ! 
FUN SCHOOL J «*) 
FUN SC"OCX I (6-9) 
FUN SCHOOL t «• 
FUTUBE WAR5 
OUBMWBIG 
OHOSTBUSTERS2 
GHOULS N GHOST 5 
GOLD RUSH' (5<RRA 
GREG NORMANS UlT GO-F 
GBIDrtON IU S FCOTBAL i 

GUNSMIP 

HAROOrWBT 

HELLF«E ATTACH 
HEWSON PREMIER VOL 
HEWSON PREMIER VOL? 
HllLSFARlSSi 

HITCH HIKERS GUIDE I-Nf OCOMi 
HOLLYWOOD HU**« (BiroCOMI 

HOSTAGES - 

HOUND OF SHADOW 
HYBRIS .- 

INDIANA JOSES ACTION 

INDIANA JONES ADVENTURE 

INFESTATION 

INFOEL (INfOCOM) 

INGHIOS BACH (LEVEL 9 
INTERPHASE 
IT CAME FROM DESERT 
JAW N*>LAUSGOlF 
JINXTIRMSCROLLS! 
JOURNEY i MFOCOM 

»AMPFGRUPPE(SSIl 

•ARTlNG GFLANO PRIX „ 

»£EF THE THIEF 

aCh OFF 

■CK OFF EXPANSON DSK 
• INO WORDS i W PROCESSOR 
ONO OF CWCAQO CMEMAWAHE 

KINGS QUEST 4 (SIEHRA1 

KR15TAL 9 99 

KULT .... 7.BB. 

LANCASTER 1i*B 

LANCELOT iLEVEL 91 + 1349 

LASER SQUAD 1799 
LEAOERBCARD BIRDIE 1649 
LEATHER GODDESSES ilNFOCCMl 
LEGEND O* the SWORO 
LEISURE SU'T LARRY 1 1SIERRA1 1699 
LE iSuRE SlfT LARRY i i SIERRA) 21 49 
LOHT FORCE (R TYPE VOYAOER 
B"3 CHALLENGE *m 1S99 
LORDS OF T»t Ri5(M0 SUN 999 
LURKING HORROR (INFOCOM) 1999 



Myth Quotes 

"An excellent adventure... witty, cunning and Just plain good fun! 
u liked Fish! you'll probal 
similar In style: you may 



It you liked Fish! you'll probably like this, because they're very 
tyle: you may even prefer Myth, It's that good!'' 



Amiga Format 
"Myth Is destined to become a classlc." 

Myth Reviews Crasn *o*** 

Crash Smash 91%, CU 90%, Amiga Format 87%, TGM 85% 

Official Secrets Solution Books £2.50 each 

Dungeon Master, P awn, Guild ot Tnieves, Jlntter, Corruption. Fish', Shadowoale. 

AMIGA ST IBM '^ISESSSiS" AMIGA ST IBM 



'49 

'2 99 
<S4« 

9 44 



13 49 14 49 

12 99 

13 49 

9 99 9 99 

6 99 1] 49 

19 99 16 99 

16 99 22 49 



14 49 



WE ALIO SUPPLY GAMES ON 
Dia»IC«!^EC'»-W.l 



MAGNUM 4 (COMPILATION) 

MANACMANSCN 
Ml '.ACE 

MCHEY MOUSE 

MIDWINTER 

MUENNBJM12 

MIND FOREVER VOYAOINJO 
MOONMIST IB4FOCOW1 

NEflULUS 

NEVERMIND 
NEW IEAlANO STOHV 
MJOEL MANSELL'S OFtANO PRIX 
NNJA WARRIORS 

NORTH AND SOUTH 

OIL WPERIUM 
OMNI PvAY HORSE RACING 

OPERA-ION T«ijN^E RBOL I 

• '. ■ rMUNOERBOl i 
PACLAND 

wMin 

passing shot itennisi 

PAWN MSCROllS' 

PERSONAL NIGHTMARE 

PHOTON PAINT . 
PHOTON PAINT 20 |1 MEG 
plane TFALL 
Player MANAGER 
POLICE ObEST2(5'ER«Ai 
POPULOUS 

POPULOUS PROMISED LANDS 
POWER DRIFT 
PRO TENNiS TOUR 
PROTECT WORD PROCESSOR 
PU8L ISHt HS CHUCE (1 MEG i 
PURPLE SATURN DAV 

R-'YPE 

RALLY CROSS CHALLENGE 

R£ALGHOSIBUGTtRS 

R€DlGHTN«GiSSi| 
RED STORM RISING 
ROBOCOP 

ROCK H ROLL 

ROCKET RANOER 
RUNNING MAN 
SCAPEOHOST (lEVflfc 

!i«AEOW V TMf BEAM 



SHA£pWOATE 

SMOOUNiINF 



lINFOCOMl 

SHOOT EM UPCONSTR KIT 



1 ii n 

16 99 
699 

151 
. «l 
|| M 

SI 

2 49 
51 
.4! 
It< 

10 49 
ifl i 

15 49 
15! 
16- 

7.49 
121 

899 

31 
1B-I 

54 99 
19 99 

)99 

6 49 
799 
1599 

16 «9 

1 1 m 



1299 

7 49 

i999 
16 49 
15 49 
12 99 

6 49 

12 49 
19 99 
1049 
14 99 
19 49 



|| H 
599 

■5 99 

6 99 

16 49 
599 
12 49 
II ^ 
499 
H99 
10 49 
1649 

1299 
16 49 
1199 
1299 

S99 

1399 

'S 99 



16 49 
1299 
1649 
16 49 

799 
'5 99 
16 49 

n M 

7 48 
7 49 

i, 

7 49 
I . 

16 49 
i. 

1299 



17 49 

14 99 

22 49 
, ,, 
999 

26 49 

15 49 



10 49 

17 49 

1599 
1699 
14 99 



'999 
17 49 

.'99 



21 49 
11 9B 
1399 



I2» 



SIM CITY 

SAY CHASE 

SPACE ACE 

SPACE QUEST ) IS1ERRA1 
SPEEDBALl 

SPELi BREAKER (INF OCOM 
STAR COMMANO (SSI) 
STAR WARS TRILOGY 
STARCROSSilNFOCOMl 
S'ARGi'OER 

s'arguoer 2 

stat onfall i inf ocom i 

STORMlORO 
STRiDER 

strike force haro€r 

STRYJI 

STUNT CAR RACER 
- ,.>}-■- :v. >.:■>>: 
SWORO OF SODAN 
TEENAGE QUEEN 
IESTDH1VE 

'ETRI3 

THE LOST PATROL 

THREE STOOGE S (C WE MAWA RE 

'»L*lDf RBlRDS 

TIME WORKS D TOP PUBLISHER 

TOWER O* BABEL 

TRIAD VOL1 

' B *3 VOLS — — — 

'uRBOCup 

turbo outrun 

*v sports basketball 

tv sports football (usa) 

unwyited 

untouchables 

yet'e icorvette) 

«RUS 

VflBM 

VOYAGER OCEANi 
WATERLOO 

WAYNE GRETZWV HOCKEY 
WfWO ROGER RABBIT > MEG) 
WIBHSRINQSR l IN* OCOM l 
WilNESSHNFOCOH). . 
XENON li MEGABLAST 

zork i iwroooH) 

2ORK2.INF0COMI . 

ZORK J (IN* OCOMi 
/CflKZEROIINFOCOMI 



it 99 
599 

2'49 

2149 
699 
1999 
1999 
1599 
1999 
649 
699 
'999 
1599 

16 99 

5 49 

12 49 
16 99 
16 99 

■ 49 

■ 49 

4 49 
19 49 
699 

■ 49 

1649 
949 
14 99 
640 
16 4fl 
'6 49 
1(99 
049 
1599 
16 49 
12 49 

4 49 

9 49 
(599 
1699 

6 49 



7 49 

27 49 
1949 

699 
999 

IB M 
1599 
16 49 

6 49 
15 49 

9 99 
i', 

1340 

12 49 
1599 
1299 

■ 49 
6 49 



■ 49 

74 99 



14 99 
7 49 

13 49 

10 99 
609 
1299 

599 

4 49 

699 

1599 



1(49 



I 99 

699 
1649 



9 49 
9«9 



7 49 



19 99 9 99 
19 99 16 49 
15 49 1549 
999 

... ... 

1999 



■ | ■ 



1MB 
16 9S 

16 49 
1699 

949 

1649 
1649 
■M 



SALES LINES 0279 600204. PLEASE NOTE THAT THERE IS A 
.JNNEY!TA0^Y..SQR^ 



Order Form 



Non-members please add the membership tee 



i Name 
: Address 



SURCHARGE OF 50P PER GAME FOR ORDERS PLACED BY TELEPHONE 

BE_flEAEASEP_._ALkGAMI^ 
Existing members please enter your membership number. 

, Special Reserve membership E5 UK, £6 EEC, £7 World or 
Official Secrets membership £22 UK, £25 EEC or £30 World 
with Gnome Ranger and Myth T ~j or wrtti Surprise Alternative and Myth 

Hern ONE 



Post Code 
Computer 



Phone No. 



Item 



•5.25T3.5T3.0TJAPE 



I Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 

Spooai RoservB arx) Official Sbcibis are ttao»ng names ol Inte' -Mediates Lid 
Rea Otice 2 South Block, The Manrngs. Sawtxidgewodh. Hats CM21 9PG. 
Registered m England NumbB' 2054713 VAT reg. no 424 B532 51 



TOTAL 



Credit card expiry date 

*CHEGUE/"POSTAL OR0ER/*ACCESS'VISA 
(Including Connact, Maate«card, Eurocard. Switch etcj 
• Oelelfl where appiicabiB 




Overseas orders must be paid oy credit card 
Prices include UK Postaga and Packing 

EEC oroers piaase add ?up pa' ' 1 
Weld O'ders please add Cl 50 pei item 
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There's more to Palace 
Software's magical strategy 
game than fiery breath and 
claws, as Gordon 
Houghton found when he 
stopped dragon his 
heels... 

n the ancient, far-off land of 
Anrea, the secret of immortality 
lies hidden in the Throne Room of 
Dwarf Mountain. The key to this 
fabled room is a talisman, broken 
into three pieces and scattered throughout 
the surrounding lands. 

The Great Lords who rule over Anrea have 
granted leave for three mortals to battle for 
control of this territory: onty when all three 
talisman fragments have been found may the 
victor pass through the door of mortality into 
eternal life. 

Dragon's Breath is this epic battle - a 
three-cornered strategy game which pits any 
combination of human or computer player 
against one another. Only by continually crushing 
the opposition and providing three dragons lo 
guard the talisman may any one player emerge 
victorious. 




00 
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An Englishman's home Is... This Is where 
»*very turn begins, and from where each 
notion Is performed. The Icons below the castle 
display (he six basic moves available: map 
access, examining your dragon, nurturing a 
dragon's egg. checking your books, casting 
spells and dealing with traders. 

m 



o 



nee you have decided which dragon Is 
most powerful, the next stage Is to access 
nain map. Select any square of land... 




nmrm^ 



and magnify It to display greater detail. 
PasAtny the cursor over a settlement reveals 
information about population and status. To 
raid a tettlement. click on the dragon's eye in 
access the lairs, select your dragon, click on the 
are* to attack, and determine your strategy (for 
example, the more zeal a dragon has, the 
greater Its assault but the more energy it uses). 





A dragon 's wisdom is improved by sending \\ 
r\or\ a training mission: this is basically a 
twY>«fay vertically-scrolling shoot 'em up 
whicrrinvolves a wide variety of terrains and 
enemy technology levels. But be careful 
dragons can get killed here! 

O hould you decide to raid an enemy village, 
W th» action is carried out automatically, and 
A chunk of the local population Is destroyed 
according to the tactics you employ. If the 
village Is already guarded, an opponent's 
dragon engages you In a duel. 



Breath 





fW kwo ful 



in *he 



The Dr«0ons c*r-e "Review erf 
Felsor prepares |ar ba**le. 



AAlragon dies when it becomes exhausted. 
r"\ wounded or simply too old and tired. II it's 
jnuol you: b. the flash of lightning and mournlul 
tune accompanying this death sequence are no 
consolation. 



4 & § X >T 



|ere are 20 dragon eggs In store: from 
|fch at least three dragons must be 
to guard the talisman* and so win 
game. Turning the heal up during 
incubation produces a shorter gestation 
period, but the dragon will be weaker and the 
process costs more as a result. Creating a 
strong dragon Influenced by many spells will 
serve you better in the long run, 





ling Is vital It you are to re-stock 
ipounds lor your alchemy. Tradersdlttor 
La nd shape, but they all knock at your 
ioor in search ot one ihmg money 
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REVIEW 



SpelJ-castlng is essentially the core of the game. Using a complex spell book for reference, you 
decide the elements to be combined, the amounts to use. whether or not to heat or condense 
themand If you should cut. grlnd.mlxoradd items as normal. The flexibility of this system is such thai 
you can even create your own spells, as long as you're constantly aware of the side-effects thai 
different combinations can cause... 

Each* month It's wise check the game's 
events by looking In the library. The 
Accounts book tells you your current financial 
stale (you get taxed by the Great Lords for your 
dragons and villages, for example), and also if 
your villages possess any talismans. The Magic 
Stock displays what elements you have, and 
how much of each, while the Current Affairs 
volume reveals other players' moves and 
useful Information about hostages, which you 
can then rescue. 

The game ends in two ways only: when all 
three opponents have neither dragons nor 
money (if all players are human), or when any 
one player has three of his dragons guarding 
the talisman pieces. When this happens, the 
player is whisked off lo the Throne Room, 
where he finds... 





OWhat immediately strikes 
you about Dragon's Breath 
are the superb stereo 
sound and gorgeous still 
graphics. After that, you 
will probably be over- 
whelmed by the many options open to you - 
nurturing dragons, sending them on mis- 
sions, Indulging in experimental alchemy, 
keeping track of your accounts and your 
opponents, trading - but it's this depth of 
options which makes the game so enjoyable . 
The only real trouble you should have is with 
casting spells: a unique and ingenious 
system has been devised specifically for this 
game, but it docs take practice to get the 
hang of It. Once mastered however, you are 
given great control over events and you feel 
that you arc actually creating magic, rather 
than just combining syllables or utilising 
ready-made compounds - you can even 
build up your own book of spells! Flexibility 
is one of the game's great virtues: you are in 
complete control of every aspect, from 
buying elements for your alchemy to 
unleashing a dragon. This control requires 
virtually flawless presentation to support it, 
and the programmers have obliged with easy 
icon controls, a save game option and 
minimal disk swapping. The only criticism Is 
that there arc perhaps too few action 
sequences such as the dragon training mode. 
Even so, anyone with any interest in strategy 
will relish the almost endless subtlety that 
Dragon's Breath has to offer. 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 

OVERALL 



£29.99 
Late February 
85% 
92% 
88% 
81% 

89% 



■^■HbHV You can expect to start 
taming the beast at the 
I V sametimeastheAmiga.The 
graphics and sound will be 
marginally cruder than 
■iiiaiM detailed here, but the 
gamcplay will retain all the fire and claws of 
the Amiga version and at an identical price . 



available. 



This embryo dragon Is still a 
mere twinkle In Palace's 
eye, but it should even- 
tually crack open later this 
year. Machine-specific 
details are as yet un- 





24 HR 
HOTLINE 
0407 50609 



1 UPPER PARK STREET, HOLYHEAD, GWYNEDD LL65 1HA 



NEW TITLES 
SENT DAY 
OF RELEASE 



IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 



APB 

ACTION fIGHTER 

Af TERIHEWAR 

ALTEREDBtAST 

AO U ANAL) T i 

ARCHIPELAGOS 

HAD COMPANY 

BALANCE Of POWER14» 

HAlllStlX ___ ._. 

BATMAN THE MOVIE 

BAT TLEHAWKS 1942 

BATTLE Of AUSTERLITZ 

BATTLE SOUAORON 

BEACH VOLLEY . 

BETRAYAL 

BEVERLY HILLSCOP _ 

B LACK CAULDRON . 

BLADE WARRIOR _.. 

BlASTEROIDS 

fllOOOWVCH ___.,. 

RlOOOWVCHDATADtSK 

B LOOO MONE V ...„__ ____ 

BRIOGE PLAYER 2160 

CABAL „ „_„„_,__._ 

CAD f OR Nl A GAME S 

CARRIER COMMAND — 

CASTLE WARRIOR 

CHAMBERS Of SHAOlIN .__ 

CHAOS S T HIKE SBACK 

CHARIOT SOFWHATM 

CHASE HO 

CHESS MASTER? 1 00 

Cf-CAGOM 

COIOSSUSCHESSIO 

COMMANDO 

CONfLICTINEUROPE 

CONIINENTALCIRCUS „ 

COSMIC PIRATE ________ 

CRAZY CARS2 

CURSE Of THE AZURE BONOS . 

CYBERBALL 

DAILY DOUBLE HORSE RAC. 

D AH I US • 

DAYSOf THE PHAROAH 

DAY Of THE VIPER 

opur_-,„-— .-. 

DEJAVU2 

DEMON SI OMB _. 

DELUXE STRIP POKER 

DOMINATOH .. 

DOMINION 

DOUBLE ORAGON 1 OR2 

DRAGONS OF f LAME 

DRAGON NINJA. 

DRAGON SPIRIT 

DRAKKHEN 

Oil DOOM SRIVENGt - 

DUNGEON MASTER 

PYNAMlC DEBUGGER 

DYNAMITE DUX 

EAGLESRIDER . , _.- 

ELITE __ — __ 

EMPEROR Of THE MINES 

EYEOFHORUS 

f 1SSTRIKE EAGLE 7 

F16COMBATPILOT 

flBfALCON 

fl6FALCONMlSSlONDlSK 

f IQSTEALTHf IGHTER _ 

f?'JREIAllATOfl 
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FALLEN ANGEL .-._____, ,., 

FERRARI FORMULA' 
FIENDISH FREDDYS BIG TOP .. . 
flGH'CMIIOMUlR 

FIRST CONTACT ...._.,—, 

'0O1BALLMAN 2GIFTPACK 

FORGOTTEN WORLDS 

FUTURE WARS 
GLINEKEH5H0T5H0T 

GAMESSuMMEREOtnOM 

GA22AS SUPER SOCCER 

Gt MINI WING 

GHOSIBuSIEHS? 

GHOULS AND GHOST 5 

GRIDIRON _ _. 

GUNSHIP 

HATE— - 

MARDOR1VIN* 

HAWKEYE 

HE ROES Of THE LANCE 

HIGHWAY PATROL _ 

H1GHSTEEL ™ 

HILLSf AR 

HONDARVf 

HUMAN Kll LING MACHINE 

INDIANAPOLIS 500 
INDIANA JONES ADVENTURE 

INDYLASTCRUSAOE 

INFESTATION 

INTERPHASE _ 

IRON TRACKER 

IT CAME f TDESEHTI1MEGI . 
K DALGUSHSOC MANAGER 

KlCKOFF 

KICK Off EXTRA TIME 

KNIGH1F ORCE ____. 

KRYSTAL - 

KULT _...__,- 

LASER SQUAD 

LASTNINJA? 

LOMBARDBAC RAL L Y 

LORDS Of THE RISING SUN 

lOSTPATROL __ 

MT TANK PLATOON 

MICROPROSE SOCCER 
MIDWINTER 



MHIENNIUM22 

MOONWALKEH . 

MRHEll 

NEVER MIND 



NEW2EAI AND STORY 
N'N J A WARRIORS 
NORTH AND SOUTH 

OHIMPERIUM - 

ONSLAUGHT 

OOZE .__.._____._..__„___. 
OPE HA I ION I HU N DERBOLT . . . 

OPE RATION WOLF 

OUT LANDS 

P47 THUNDER BOLT __. 

PACMANIA 

PAPERBOY _.__.__ 



PAS SING SHOT 

PHOBIA 

PIC HON AH Y 

PIRATES 

PLAYE R MANAGE R 

POOL Of RADIANCE .__ 

POPULOUS 

POPULOUS PROM LANDS 
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AMIGA ST PCS' i PClV? 

POWER DROME , ,_ 1*74 1*75 1*74 

POWER DRIFT 1*74 1174 1*75 1*75 

PREDATOR M.74 MJI 

PRO TENNIS TOUR - *UI 1* 74 16.75 1»74 

OUAHTZ W74 1*74 

R-TYPE _ 1*74 11.74 

RAINHOW WARHlOR 1*74 1*74 

REOHEAT 16 74 1174 

RED LIGHTNING 19 90 19 90 19 90 

RENEGADE! 1»74 1174 

RICK DANGEROUS 1* 75 1..75 

RISK 13 75 11 74 

KOBOCOP 18 75 11 75 

fiOCKN'ROLL 11 74 13 74 

RUNNING MAN 1*74 18.74 

RUN 1HE GAUNTLET —~ 1* 74 13 75 

SCRABBI EOE LUXE 1175 1175 

SEVEN GAIESOfJAMBALA 1* 75 13 75 

SHADOW OF THE BEAST 1* 90 

SHINOB1 13 75 

SHOOT EM UPCON5 KIT 19 90 

SHUFFLE PUCK CAFE 11 74 

SILKWORM 1174 

,8*MCTTV - Sn 

SLEEPINGGOOSlie 1*75 

SPACE ACE 1150 

SPACE HARRIER 1'2 _ Wfl 11.74 

STARGLIDEH7 . 1*75 lt.74 

STAR BLAZE 1174 11.75 

STAR WARS TRILOGY 1*75 1*74 

SIEVE DAVISSNOO*.ER 1174 11.74 

SI OH v SO FAR VOL 1/3 1*75 1i» 

8TWOER ___. i_74 11.74 

S1RYX 1175 11.74 

STUNT CAR RACER 1*74 1*75 

i'l i- 1 * .'.;,„[: SGLCth 16 '5 16 75 

super quintet i«ts un 

SUPER WONDERBOY 1*74 1174 

SWOHOSOFTWLHiHT 1*75 

TANK ATTACK 1*74 1*75 

TAHGHAN - W.71 1* 74 

TEST DRIVE 2 1*74 1*75 

THUNDFH9IRD9 1* 75 1* 74 

TIME 14 90 19 90 

TINTINONTHEMOON... .„____ 11 74 1175 1174 

TOOBIN 1* 74 1*75 16 74 1*75 

TOWt R Of HABEl 16 75 1*75 

TRIAD 2 ~_ 1*75 1*75 

TB1V PURSUIT/TP NEW BIG 1175 1174 

TURBO OUTRUN _ 1174 13.75 

TVSPOHISFOOTBALL 1590 1*74 19 90 1940 

TWINWORLD__ 1* 75 

ULTIMATE GOLF 1*74 16 74 1* 75 

UNTOUCHABLES __ 18 75 1*75 

V1GILAN1E 10 95 10.44 

VOYAGER 1* 75 11 74 

WARP 1*74 U74 

WAR IN MIDDLE EARTH 11.74 11.74 1* 75 

WATB-00 i 4_TI 1*7* 1*74 ifi ><> 

WAYNE GRETSKYHOCKEY 14 90 19*0 

WE CLE MANS 1*75 1174 

WEIRD DREAMS. 16 74 16 74 16 75 

WICKED _ 14 74 13.11 

WILD STREETS 16 75 16 75 16 75 16 75 

XOUT 1*74 

XENOMOHPH _ 16 75 16 75 

XENON2 MEGABLAST 16 75 16 74 16 74 

XENOPHOBE 16 75 16 75 

XVBOTS _, 1174 11.74 

ZAK MCKRACKEN 16 75 1674 1674 



1174 
1990 

1174 
11.74 

11 74 13 74 

1*75 1675 1*75 



1**0 
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1*75 
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mmmmmmsm^Ms^sm: Compilations: 



UGHIfOHCE , 

Bio Challfnga, IK-. R Twh. Voy-goi 

MAGNUM4 _„_! 

-Vti • i - B«lm-n C-pett Cruia_«t. Doubla 

Diagoi. Opaf-liati WpH 



AMIGA 

1*75 



ST 
16 75 



16 75 16 75 



PHfCtOUSMETAI 

Afh.noxl 2. Capl-in Blood. C'My C-f«- Xnnon 
PRE MIE R COLLECTION 1 

Enolon. Nebului. Nvlhorworld. Zyto* 



AMIGA ST AMIGA ST 

16 75 18 75 PRtMitnrni i trtirmj l990 |D90 

Backlaih. Cuelod^an. Elimm-tlot, M.m >■ j< t 

19 90 19.40 WINNERS _ 13.74 13.74 

Bliiio-nidk. Impouiblv M ■ 7. LED SiO'tn. 

Thu'ide' blade 



1 1 1 III I 1 1 1 H III 

ORDER FORM (PLEASE PRINT) 
GAME 



UK AND BFPO DELIVERY FR%E, ELSEWHERE £2.00/GAME FOR EXPRESS AIRMAIL 
PLEASE MAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE 

lllllllllllllllll IIIIMI IMIIIIIIIIIIIIIMMIII Illlllllllllllll ■■■■■■ III mini 



mi 



iiiiiini 



Mill 



STATE COMPUTER 
COST 



'OI AL 



Name 

Address 

Tel (TH017) 



SEND TO: KEY SOFTWARE, 1 UPPER PARK ST., HOLYHEAD, GWYNEDD LL65 1HA 
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Caff ZcftfOlVon 
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DO NOT BUY 
P.D. SOFTWARE 



Al laMt not until you have seen the latest 
FREE catalogue trom GOOOMAN P D 
Al the latest demos, games and utilities 

available from only C2 00 a dish 
Send 2fjp samp or telephone lor further aetata 
ATARI ST ONLY! 



GOODMAN P.D.L. 
16 Conrad Close. Melr Hoy Estate. 
Longlon. Stolte on Trent ST3 1SW 
Tel: 078? 335650 



WIZARD* P.tr< 



WI/UO PQ IOH 'OUR *!»(" sr 

'-5 



♦78. Waverley Rd. Readlne;. Berks. KG3 M 



SOLD! 

FOR JUST £6 



8S; 



II 



Ves, it costs just £6 to 

advertise your old 
coputer hardware in 
The One. 



Couldn't be easier!! 



II 



'-CLASSIFIED COUPON "1 

I All you have to do is fill in the coupon below including your I 

■ name, address and telephone number and send to: | 

Classified Dept, The One, EMAP, Priory Court, 30 - 32 

Farringdon Lane, London EC1R 3AU. 

| Maximum 30 words. Your advert will appear in the earliest I 

| possible edition. g 

I 

I ■ 

I I 



Name:- 



Address: 



I 
I 
I 
I 
I 
I 

■ Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 



Tel: 



I 
I 



ATARI ST 



Games tor HIRE or PURCHASE 
TRY before you BUY 
Al least 15% off all software 
Guaranteed Originals 
We have the LOWEST Membership & Hire Fees of any ST Club 
Try our Public Domain at LOW LOW prices 
Swop your originals in our SWOPSHOP 
SPECIAL FEBURARY OFFERS 

FOR NEW MEMBERS 
New Releases added WEEKLY 
Monthly Newsletter plus lots of Membership Interaction 

Please enclose LARGE S.A.E. to: 

Cum-Com Software, Dept THO. Mermaid House. Norwood Street. Ashlord. Kent TN23 IDG 



16/32 3>Q JZLrary 
(tfuUtc CI)onxain 3or 

<&.. m,ari af<c 

Disks from as little as £1 .00. Over 600 
disks to choose from. 

Send 25p stomp for latest catalogue or 
£1 .25 for Catalogue Disk which also 
contains other PD/bhareware programs. 

Why pay more? 

35, Northcote Road, Strood, Kent. ME2 2DH 

Tel 0634 710788 



Due to a printing error 
in the January issue, 
Mutant Software's 
telephone number was 
incorrect. 
The correct number 

should read: 
0784 813 524 or 
01 890 3296 
See advert on page 89 
in this issue. 



FREE 



PD CATALOGUE ON DISK 



(please state Atari ST or Amiga) 

When you send a blank disk 
and SAE to: 

RIVERDENE PDL 

63 Wlntrlngham Way 
rn Pur ley on Thames tmm 
Reading ^ ^ 
Berkshire RGB 8BH 
Telephone: (0734) 426492 

Fax:10734) 451239 



- 



ATARI AND 
AMIGA SOFTWARE 



r «i Mm rn.u 
£299 90 post true • IS da 
«i ontyC37«00 post free 
QUALITY DISKS 



We ha vp an all round selection of diets 
FOR HIRE Apply now and hire your finrt toot 
games (tee Around 1,500 different original titles 
For hill details send a stomped addressed envelope 
01 telephone Tuesday lo Friday. 7pm -10pm 

LOW ATARI PRICES 
Atari WQSIFM 
Am^a A5O0 at . 
BEST Q 

lop Quality unlabeled 3 V double sided disks 
10 lot £12 m SO foi £54,96 

» to. CM » l00fo*»99S 

Happy Discovery cartridges lor the ST 

Only £149 90 o. £219 90 (or 2 
Uses include running Mac Software end becking up 
and ST software to date 
Send SAE lor details 

GAMES & SOFTWARE 

Dept THO. 35 Tilbury Road, Thomay CIom, 
Sunderland SR3 4PD 
Tel (091) S2S 6351 



£2 AMIGA PD 



All the Latest Demos, and P.D. 
S/Ware at C2 00 or less per 
disk. Send £2 for our cat disk. 

to: 

HASSLEFREE 

{Includes two games, three demos. 
Iwu virus ktiers) 
ANY 10 DISKS £17.00 
168 Wolsey Way. Syslon. Leicester 
l_E7 8NX Tel 0533 



NOVA PRESENTS 



NOVA TO ClUB 

The Spint ol Amiga PD 
All popular collections plus I he latest demo* 
ALL DISKS £2 00 OH LESSMI! 
two !>sk Catalogue - r? 00 Updates FREE 
FREE Membership FREE Ordeiing Service. 
FREE Shareware. FREE Members Helnlme 



Nova 10N1) 30 Parsons St. Banbury. 
Oxen, 0X16 BLY Tel: (02951 262029 



SOFTWARE EXCHANGE 



Swap your used or competed Amiga and 
Alan ST programs. FREE MEMBERSHIP 
The economical way lo serve your hobby. 
Don't leave programs on the she" collecting 
dust Gel replacements to suit your tastes in 
software lor a fraction of the cost ol new 
programs How , » Just send a SAE (or lull 
details to: 
UK Software Exchange 
Club (THO) 
15 Tunweu Greave. 
Sheffield. S5 9GB 



...for ^out nearest /66/f games spec/a//sf 



CORNWALL 

Truro Micro Ltd 
Bridge House. 
New Bridge St. 
Truro. 

Cornwall TRI 2AA 
0872 40043 

Helston Computer Centre 
Russell Knights House. 
Coinage hall St. 
Helston, 

Cornwall TRI 3 8EB 
0326 S63765 



DEVON 

Computerbase 
21 Market Ave. 
City Centre. 



2r* 



07S2 672128 

Flagstar Computers Ltd 

The Totnes Computer Centre, 

I Apple Lane. 

High Street. 

Totnes, 

Devon 

0803 865520 

The Games Cupboard 
5 New Bridge Street. 
Exeter. 

Devon EX4 ™ 
0392 2141: 




DORSET 

Columbia Computers 
17 Columbia Road, 
Bournemouth, 
Dorset 
0202 535542 



ESSEX 

EES Computer Ltd 
88/90 London Road. 
Southend on Sea, 
Essex SSI IPG 
0702 354624 
0702 33S443 

IHord Computer Centre 
122 Lex St 
Word. 
Essex 

01 553-4139 



HERTFORDSHIRE 

Faxminster Ltd 
25 Market Square, 
Hemel Hempstead. 
Hertfordshire 
0442 55044 

Games Keeper 
10 Station Road, 
Letchworth, 
Hertfordshire 
0462 672647 



KENT 

The Micro Machine 
354 High Street, 
Chatham, 
Kent 

0634 831870 



LANCASHIRE 

PV Computers 
104 Abbey Street. 
Accrington, 
Lancashire BB5 I EE 
0254 35345 

VU-Data 

203 Stamford Street, 
Ashton under Lyme. 
Greater Manchester, 
Lancashire 
061 3390326 



LEICESTERSHIRE 

Mays Computer Centre 
57 Churchgate, 



0533 516789 



LONDON 

Adams World of Software Ltd 
779 High Road, 
North Finchley, 
North London NI2 
01 446-2241 

Adams World of Software Ltd 

265 Station Road, 

Harrow, 

NW London 

01 8637262 

Spectresoft 

Jubilee Covered Market, 
Covent Garden, 
London WC2B 
01 2401765 



ST and Amiga Shop 
202/203 Shopping 
Myrtle Road, 
East Ham. 
London E6 
01 4718900 



(Tues-Fri only) 



NOTTINGHAMSHIRE 

Long Eaton Software Centre 
Commerce House,, 
West Gate. 
Long Eaton. 

Nottinghamshire NGI0 I EG 
0602 72 555 



MIDDLESEX 

JKL Computers 
7 Windsor Street. 
Uxbridge. 
Middlesex 
089S 51815 
Fax: 0695 811701 

Adams World of Software Ltd 

190c Station Road, 

Edgware, 

Middlesex 

01 9520451 



SHROPSHIRE 

A+A Computers 
5 The Parade 
High St 

Opposite Pattons Garage 

Shrfnal 

Telford 

0952 462984 



SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street, 

Ipswich. 

Suffolk 

0473 219961 



SURREY 

Barkman Computer Services 

1st Floor. 

Cardinals. 

Kingston, 

Surrey KTI IVY 

01 5465941 



SUSSEX 

Worthing Computer Centre 
7 Warwick Street, 



Worthing. 
West Sussex 
0903 210861 

Gamer Computers 
1 1 East Street. 
Brighton. 
East Sussex 
0273 728681 



WALES 

Bucon Ltd 

Micro Store, 

35/36 Singleton Street, 

Swansea SAI 3QN 

0792 467980 

Soft Centre 
28-30 The Parade. 
Cwbran Town Centre. 
Gwent 
06333 68131 



WARWICKSHIRE 

SPA Computer Centre 
68 Clarendon Street. 
Royal Leamington Spa, 
Warwickshire 
0926 337648 
Fax: 0926 42S985 



YORKSHIRE 

Just Micro 

22 Carver Street, 

Sheffield. 

Yorkshire SI 4FS 

0742 752732 



SCOTLAND 

Vk's Computer Supplies 
31-35 South Street, 
Perth PH2 8PD. 
Scotland 
0738 36704 



vX-x-X'XvX'X-x%v:<*:*x-X':-x-x-x-x-X\ 

DEALERS 

JUST £20 PUTS 
1 YOUR SHOP 

I IN FRONT OF 
39,219 16 BIT 

1 GAMES PLAYERS! 

I 



PREMIER MAIL ORDER 



TIIIE 

3D Pod 

'■-HH Attack Sub 

A Mb 

A-Mav with ROM 
Abrahams Baltic Tank 
Adv Ski Sim 
AH er bo met 
Airborne n tinge i 
Atien Legton 
Aken Strike 



AlAHl 

ST 

1 1 .98 



11. 



AMKiA PC 

19.95 
19 95 



134 95 

749.95 



'■ ■ i ■' I " I i r 

Arkanotd 2 Revenge 

Ai:Iidii I "Jlil>>i 

•Austeti.17 
□aal 

Balance ol Powoi l 990 
BallistiK 

Barbarian 2 Pal 
Barbarian Pal 
Bards Tale 2 
Batman Gaped Crsdr 

Hurtle Chi.r,r; 

Bottle Squadron 
Hattiehawks 1942 
Bermuda Project 
Black Tiger 
BlasteroldB 
Blood Money 
Bloodwych 
Bombu/H 
Borrowed lime 
California Oames 
Capone 
Caplain Blood 
Carrier Command 
Challenger 
•Chaos Slnkes Back 
Ghronoquest 
Chuck Veager Ar- 1 
Chuckle Eoa 2 
Colossus Cness X 
Corruption 
Cosmic Pirale 
Craps Academy 
Crazy Cars 
Crazy Cars 2 
Cyber noid 2 
Conflict Europe 
Day by Day 
I ),..,„■. i hi.. 
Deia Vu 

Deluxe Music Con Sel 
Deluxe Paint 3 I meg 
Deluxe Photolab 
Deluxe Pdnt 2 
Deluxe Production 



l I 99 

i :i 99 

14 99 
16 99 

1299 

H, 99 

I 1 99 

15 99 
n. f ■•• 

II 99 
Hi '»'> 
1 1.99 

I. 1 99 

I 1 99 

I I 99 

u, 'III 

1099 
7 99 

13 99 
<i 'II. 

16 99 
16 99 

9 99 

16.99 
17.99 
7.99 

14 99 

14 99 

10.99 

1 1 99 

15 99 

i.i :>n 

11.99 



I 1.99 

II 99 
lb 99 
19 99 
i / 99 

799 



1 1 99 

16 99 
14 99 

It, 99 

3 99 
I? 99 
1699 
14 99 
1599 
1699 
i -i yj 
1699 
1 1 99 

14 99 

1 1 99 

17 99 

15 99 

16 99 
1:. * 
16 99 

7 99 



16 99 
16 98 

'I 99 



16 99 
19 99 
799 
14 99 

3 99 

Ifl 99 



1999 

16.0O 

19 96 
17.95 
17O0 



7 95 
1999 
14 95 



1H H! 1 

19 95 



99 14 95 



1 1 A 
1599 
14 

14 99 

7 99 

7 99 
14 99 14 99 
i 1 99 
16.99 



799 
49 99 
4999 

■19 99 



69 99 



8999 



Deluxe Video 




49 99 




Devpac 2 


65.99 






Digicalc 


35 99 






Double Dragon 


11.99 


11.99 


15 99 


■ u i !• i . Nmja 


12.99 


15 99 




Diaaonslair 1 Msg 




,-') 'i'i 




Driller 


14 99 


14 99 




Dungeon Master 
Eliminator 


15.99 


15 99 




13 99 


13 99 




■Ma 


14.99 


14 99 




L-manuolle 


11.99 


1 1.99 


1 1.96 


Empire Strikes Back 


1 1.99 


1 1.99 




F 15 Strike Eagle 
F 16 Combat Piloi 


14 99 




14.96 


16 99 


16.99 


16 95 


Fahrenheit 461 


/ 99 






Falcon FtO 


16.99 


1999 


24 95 


Falcon Mission Disk 1 


13 99 


13 99 




Fantavision 




29 99 




1 ,-ist fl.l'.i.: Dl'.i; 


31.99 






1 jisI B.isi.. Mom 


62.99 






Fast Break 




16 99 


7.99 


Fed Free Trade 


19.99 


1 9 99 




Ferran Formula 1 


16 99 


16.99 


19 96 


Financial Controller 


4300 






Firepower 






12.99 


Firezone 




799 




Fish 


14.99 


14.99 


14.95 


Flair paint 


32 99 






Fleet St Editor 


IIOO 






(light Sim 2 


26 99 


26.99 


32 95 


FM Disc 7 or 1 1 


1399 


13 99 




Fit Disc European 


13 99 


1 :i 99 


19 95 


Ftl Disc Japan 


1399 


13 99 


19 9S 


Fit Discs 1 to 7 






11 95 


Frying Shark 


14.99 


14.99 




( outs 


22 99 






Foot Man 2 Exp Kit 


m :m 


8. 99 


0.99 


Football Director 2 


1 1 .99 


1 1.99 


1 1 95 


Football Manager 2 


1 1 99 


1 1 .99 


11.95 


Foundations Waste 


8 99 


8 99 




Frightnighl 


1 1 .99 
16.99 
i', 99 


1 1.99 
1 '•■> 
15 99 


I ;, Ill) 


Fun School 2 (0 lo 0) 
Fun School 2 (over 0) 


I S 99 


Fun School 2 (under 6) 


15 99 


15 99 


IS 'HI 


F16 Strike Eagle 
Farey Tale Adventure 






2699 


- 


13 99 




Cia lactic Invasion 




7.99 




< ..ilditMfoiis Domain 


1299 


12 99 




Garfield Winter 


12 99 


12 99 




GFA Basic VS 


59 99 






QFL Football 






•I 'i'l 


Oiltxirl Escape Drill 


11 99 


11.99 




Golden Path 


7.99 


7 99 




Goldrunner 


7 99 


7 99 




Grand Prix Circuit 




ii. 'in 




Gunship 


14.99 


14 99 


26.96 


Galaxy Force 


13.99 


11, '1!) 




'Ghouls and Ghosts 


13.99 


16 99 




Hawkeyo 


12 99 


1299 




HuHfue Attack 


9 99 


9 99 




Heller Skelter 


9.99 


.III 




Heroes ot Lance 


1699 


16 99 


16 95 



Hi sort Basic 
Hitclnkers Guide 
Home Accounts 
Hostages 

Hunt (or Red October 
Hybns 

Indy Jones- Action 
Indy Jones Adventure 
Insanity Flight 
Inierceptor 
Inl Karale • 

■It Came From The Desert 

'Iron Lord 

Jack Nicklaos Golf 

Jet 

Joan ot Axe 
Jorday v Bird 



76 99 
22.99 

1.1 'I'l 

1399 
u. ■i') 



13 99 



111 99 
»', -»-i 



i;. <i<i 

22 99 



14 99 

14 99 
19 99 
13 99 
H, 'I'l 

7 99 

15 'I'l 

16 99 
i'l 'i'l 

1 .> 99 
IS '!■» 

:■<> 99 
ii, ...» 



999 
14 99 



13 99 

I ' ■ '»«» 



26 95 
i 95 

I / '19 



TITLE 

' ■ A PP»<» och 

Kind Words 2 
King ot Chicago 
Kings Quost 4 

KrtaW 

Kurt 

L board Birdie 
Lancelot 

L ealher Goddess 
L ED Storm 
Legend ol Djol 
Leisure Suit Larry 1 or 2 
Leisure Suil Larry 1 or 2 
Hint Books 
Licence to Kill 
Lite and Death 
Lombard RAC Rally 
Lords ol the Rising Sun 
•Lighl Force 
Munhatton Dealer 
Maria Whittake* 
Masters ot Universe 
Mastersound 
Mayday Squad 
Menace 

Meroprose Soccer 
Mike the Dragon 
Millenium 2 2 
Mmdshadow 
Mini Office Comma 
Mini Office Personal 
Mimottice Spread 
Montezumas Revengo 
Moonmisl 
Motor Massacre 
Mr Hell 
Navy Moves 
Nebulua 
Nethenivorld 
Neu romancer 
New Zealand Story 
Nighthunter 
Northstar 
-Ninia Warriors 
North and South 
Operation Hormuz 
Operation Neptune 
Operalion Wolt 
Orbrter 
Outrun 
Onslaught 
P,.cl,.n<) 
Pacmania 
Paperboy 
Per Finance Man 
Personal Pascal 
Pninf Beardaley : 
Phalanx 2 
Phantom Fighter 
Phobia 

Pioneer Plague 
Pirataa 

Police Quasi i or 2 
Police Quest 1 or 2 
Hint BOOkS 
•Pool ot Radiance 
Populous 

Populous I'lnmisdil l and 

Power Basic 

Powerdrome 

Preoous Metal 

Prison . 

Protein 

Psion Chess 

PT 109 

Puffys Saga 

Purple Saturn Day 

•Placer Manager 

•Player Manager 

Quantox 

R Type 

Rack Em 

Raffles 

Raider 

Rainbow island 
Rainbow Warrior 
Rambo 3 
Reach (or Stars 
Real Ghost busters 
Red Heat 
Red Storm Rising 
Renegade 1 or 3 
Replay 4 

Return to Genesis 
Rick Dangerous 
Road Blasters 
Robocop 
Rocket Hanger 
Romantic Encounters 
Hun the Gauntlet 
Running Man 
RVF Honda 
rmgo Accountant 

Accountant + 
Bookeeper 
SOI (Act» vision) 
SDi (Cmomaware) 
Seastaiker 
Seconds Out 
Sentinel Worlds 
Serve & Volley 
Shnnghi a. 
Shoo I Em Con Kil 
Silent Service 
Silkworm 
Skate or Die 
Skullduggery 
Stooping Gods Lie 
Small Bus Accounts Cash 
Small Bos Accounts Xlra 
Soldier of Light 
Space Quest 1 or 2 
Speiibreaker 
Sturfleel 1 
Starllight 
Sturgader 2 
Steve Davis Snooker 
STOS 

STOS Compiler 
STOS MaeBtro 
STOS Sprites BOO 
Street Fighter 
Slrike Fleet 
Strike Force Harrier 
Slunlcar linear 



«*■ 

1499 
11 99 

1699 
21.99 
17 99 
14 99 
1399 
11.99 

13 99 
16 99 
i'l 'i'l 



12 99 
16 99 
14.99 

16.99 
1 1 99 
999 

9 '.'I 

32 99. 
1 1.89 
11.99 
14 99 

16 99 
799 
I i. 99 



W : .A 

14 99 
11 99 

34 99 



21.99 
I / 99 
1 'I I)'.. 
' ' I 'I'l 

12 99 

13 99 
16.99 
I'l mi 



12 99 

II, !)') 

14 99 
I'l 'i'l 

1 r, 99 

14 !!■» 



12.99 
12 99 

14 W 

3 99 

Ii, 



16 99 



7 99 
I I 'I'l 

15.99 
1:1 'i'i 
13 99 
13.99 

13.99 

13 99 
9 99 

13.99 
ii, 'i'i 

1 2 99 

14 'IS 
1 1 99 

H 'I'l 

e 99 

I. , 'is 

I I. 99 
1 1 99 
i 99 

27 99 

75 99 
i ',' 99 



9.99 

16.99 
16 99 

6.99 
19 99 
ii, 'i'i 
7 99 
47.99 
16 99 

I S 99 

II 99 

MS 'I'. 

1 b 99 

17.99 
14 99 
12 99 

I S 99 

12 99 



1 5 '.'9 
ii, •)•» 
17 99 
17.99 

16 99 



13 99 
16 99 
12 99 

14 99 
14 99 



16 99 
1 1.99 
11.99 

i a bo 



7 99 

a 99 

7 99 
999 

14 'III 

16 99 
6.99 

19 99 
Hi 99 

7 99 
1699 

15 'I'l 

1 1 99 



I 4 'I'l 

12 99 

IS 9'l 

12 99 



13.99 1699 



11 99 

15 99 

15 99 
1 1 99 

16 99 
i;- 99 
If, 99 
i:- 99 

7'. 99 

11 99 

IS 99 

I i 99 

I 2 99 
H, 'I'l 

II 99 

14 99 

14 99 
ifloon 
260 00 
ins on 
7.99 
•i 80 



19 99 
14 99 

1299 

17 99 
' 99 

1499 

'S 99 
IDS 99 
/ 99 



14 99 

11.99 

15 99 
16.99 

16.99 

16 99 

is 'III 

16.99 

11.99 
15 99 

13 99 

1 '- 99 
I'l 99 

7 "<1 

15 99 

14 99 

14 99 



7 99 
7 'I'l 



111 99 
1 4 99 

12 99 

17.99 

14 99 



PC 



!» 'Ill 



I'l 'IS 

14 99 



1 1 95 
9 99 



19 '19 



12 99 
ii, 'in 

16 99 



14 'IS 

9.99 

1599 
1699 

22.96 
6.99 

is 'i'i 

19.95 



t5.« 
n.t 



(, 99 

16 95 
is 'in 



16 95 
14 99 



1-1 'IS 



17 95 



as 99 

1 ? 99 



12 95 
19 95 



1 1 99 

II, 99 



17 99 

r (hi 
9.99 

14 95 

1799 

14 99 







)6 99 




7 99 






19 99 


19 IIS 






19 95 


14.99 


14 99 


14 95 


11 99 


12.99 




19 99 






13 99 






II, 99 






11.99 






13.99 


16 99 








1699 


799 


799 




IC.OO 


15 OO 




7 99 


Hi 'I'l 





TITLE 

Super Prof 

Super base Personal 

Superbase Personal 2 

Sword of Sodan 

Star Wars Trilogy 

Shinobi 

Shadow of Beast 
Space Quest 3 
Space Quest 1 , 2 or 3 
Hint Books 
'Space Ace 
Storm lord 

Tale spin 
Tank Attack 
Tass Times 

r«,:h 

Toonaon Quoin 

Testdnve 2 The Duel 

Tetra Quest 

Three Stooges 

Thunderbirds 

Thundeiblade 

Tiger Road 

Time A Magik 

Titan 

Tracers 

Iracksuit Manannr 

Trantor 

Tnad 

Trrv Pursuit 

Tnv Pursuit New Begin 

Trlva Trove 

TV Sports Football 

Typhoon 

Typhoon Thompson 
TkO 

'Turbo Outrun 
Ultima 4 
Ultimate Golf 

UMS SCWIallU I 

UMS Scenario 2 

Uninvrted 

Umv Military Sim 

Verminalor 

Vigilante 

Vindicators (Domaik) 

Virus Killer 

Vixen 

Voyager 

W Class Leaderboard 

W Gretzky Hockey 

War in Middle Earth 

Waterloo 

Weird Dreams 

Wercs 

wercs + 

Winter Olympiad 

Word Perfect 

Word Op 

Xenon 

Xenon 2 Megablasl 

Xenophobe 

Xybots 

Xenomorph 

2ac MCK reckon 

Zany Golf 

Zynaps 



A 1 Alii 

ST 
£30.00 


am : ,A 


PC 


— 


- 


— 


59 95 


— 


si n'l 


— 


— 


— 


14 99 


- 


IK 'i'l 


1699 




12 99 


M 99 


- 


- 


;'(. 'i9 


- 


19 99 


2fl '*'! 


19 99 


»■ 99 


i, 'i'i 


6.99 


27 99 


27 99 


- 


' ' ' ' 


1 ' 'I'l 




17 99 


17 99 


17.99 


14 99 


14.99 


— 


7.99 


— 




13 99 


13 99 


— 


11.99 


1 1 99 


— 


— 


21 99 


— 


— 


7 9') 


— 




7 99 


9.99 


16.99 


i a 99 




13 99 


16 99 


— 


13.99 


1 7 'I'l 




12.99 


12 99 


12 96 


14 99 


14 W 
7 99 




1 1.99 


1 1 99 


— 


7 99 






18 99 


18 99 


— 


1 1.99 




14 95 


12 99 


12 99 


— 


3 99 


.i 'i'i 




Ifl 99 


17 99 


19.99 


9 99 






1 1.99 


1 1 99 




- 


- 


7 99 


13.99 


Ii. 99 
1 4 99 


- 


16 99 


16 99 


13 99 


a »» 


a s» 


o to 


8 99 


8 99 


8.95 


1 1 99 






14 99 


14 99 


14.95 


14 99 


14 99 


14 95 


lO 99 


10 99 


10.99 


9.99 


9 99 




~ 


899 




7 99 


799 




12.99 


15 99 




— 


K 99 






24 99 




14 99 


14 911 




14 99 


1499 1499 


14 99 


14.99 


14 99 


;> / 99 






47 99 








7.99 




222.99 






S*3 99 






11.99 


14 99 




16 99 


i h 99 




15 99 


15 99 




12 99 


t 99 




16 99 


15 99 




Ih 99 


in 99 




13 99 


1699 


16 99 




7.99 





NEW TITLES 



Cii.al 

■Chase HO 
Continental Circus 
•AMOS 

•Double Dragon 2 
■F29 Retaliator 
■Golden Shoe 
Hard Drivln 
■Lost Patrol 
Laser Squad 
'Maniac Mansion 
■Midwinter 

■Operation Thunderbolt 

Powerdrift 

Strider 

Super Wonder Boy 
Toobln 
•UMS 2 
Untouchables 
Ghostbusters 2 
Altered Beast 
Beach Volley 
Batman the Movie 
HHisfar 

Fighting Soccer 

Dynamite Dux 

Pro Tennis Tour 

■Commando 

Dogs of War 

Ml Tank Platoon 

Curse ot the Azure Bonds 

Shofflepock Cafe 

Swords of Twilight 

■tvannoa 

Vette 

-Cyberball 



1399 
13.99 
13.99 



i: 

13.99 

I 3 99 
1:1 99 

13.99 
1? 99 
16.99 
15.99 
13 99 
11, 99 
13.99 
14.99 
13.99 
15.99 
13.99 
16.99 
13.99 
13 99 

I 3 99 

18.99 
13.99 
13 99 

II, 99 

13 99 
13.99 



(, 99 
I, 99 
. 99 

9.99 

3 99 

699 

i, 99 



7 99 
6.99 
5.99 
i, 'is 

«, 99 
1 '19 

6.99 
3.99 
5.99 

I, 99 
I, 99 
(, 99 

6.99 
6.99 
6.99 
i, 'i'i 



ii, 'i'i 

15.99 



1 5 



I, 'I'l 
.1 99 



13.99 
16.99 
13.99 13.99 



3 99 
8 99 
6 <M> 



71. 'I'l 
16 3D 



26.99 



7.99 7.99 
9.99 

8.99 8.99 
7.99 

H 99 



7.« 



SPECIAL OFFERS 

Armageddon Man 7.99 7.99 

Ballyhoo 7.99 

Bards Tale 1 8.99 8.99 

Blackjack Academy 7.99 
City Defence 
Dark Castle 
Daflektor 
Empire 

Fernade/ Must Die 
Fusion 

Fortress Underground 

Garfield 9.99 9.99 

Hollywood Hiilnks 7.99 

Inc Shrink Sphere 7.99 7.99 

Los Veoas 7.99 

Manix - '99 

Mmdfighter - ' 99 

Nigel Monsell 7.99 7.99 

Nord and Bort 7.99 

Perry Mason / 99 

Return of the Jedi 7.99 1 1 99 

Shadowgate 999 9 99 

Skychase 7.99 7.99 

H,., 10.99 10.D9 

Strip Poker 2+ 9.99 9.99 

Wishbringer 7.99 

Zoek 1 or 7 .'99 

Tetris 7.99 7.99 



8.99 

7.99 
19.96 

9.99 

7.99 
19.99 



CD 
CD 
O 



Titles mnrked ' are not yet available and will be sent on day o' 
release 

Please send cheque P0 Access Visa number and expiry date to 

TRYBRIDGE LTD 

Dept THOU, 8 Buckwins Square, Burnt Mills, 
Basildon. Essex SS13 1BJ. Tel 0268 590766 



P&P tnc UK on orders over C5.00 Less than C5 00 
and Europe add El per item Elsewhere add £2 00 
per item for airmail. These oilers available by MAIL 
ORDER only. Telephone: 0268 590766 

Please state make and model of computer when ordering 



Guess what? There 
are a couple of Star 
Trek demos this 
month. Big surprise, 
there: it would seem 
that demo makers fall into two 
distinct categories. Those who do 
Star Trek and RoboCop demos, 
and those that don't. But easily the 
best demo this month comes from 
someone who's avoided these two 
tried and trusted characters... 
Martyn Brown (aka Spadge), ex of 
17 Bit Software. His first indepen- 
dent Amiga product is Make A 
Break, a variation on the snooker 
trivia games you get in the pub 
(remember the originals from over 
a year ago?). Now you can play the 
game for nowt - but only if you've 
doubled your standard machine's 
memory. On the games' front, one 
of the better deals currently 
available must be the stunning 
demo level of Rainbow Arts' 
X-Out Unlike most game demos 
this features a full Intro sequence, 
plus the tooling up screen, plus a 
whole level of carnage and 
mayhem. All the music and effects 
are there too. Pure genius. Multi- 
demos are never in short supply, 
and to prove it we've got piles of 
them. Intros Disk numbers 22 and 
23 from 1 7 bit contain compilations 
of hacker/cracker signatures and 
intros, with some nice music and 
graphics, especially the Unique 
Crew effort on 23. Megademos are 
another trend worth exploring, and 
on this score we have the Science 
451 Megademo, which has seven 




A "Okay, pull over... Is this your Starship, sir?" 



mm uk bream iweu, me naiwai semi- 

sklmmed milk) of the public domain: 
music, graphics, animation, consummate 
programming skills... you name it, we've 
slapped it in the slot. If you'd like us to slap 



PRIORY COURT, 30-32 FARRINGDON LANE, 
LONDON EC1R 3AU. If you want them back, 
then supply a stamped addressed enveiope, 
but hey... are you that short of disks? 




s 




A Aceeeeeeeeiiiililiidddddddd pass the Lucozade, me 

vision's gone all blurry! 




▲ The pencil's writing a word. Tee, eeh, vee... What does it mean? Who knows? Who cares? 







A La Deb possibly THE most major contribution to the advancement of pure pop music in the late eighties. 



different Science 451 demos on It 
Hmm, and only one disk, eh? But 
the real Megademo Ihis month has 
to be ihe Dealhsiar Megademo, 
which is two whole disks full of 
graphics and music. Ciassix 2 is a 
selection of classical music tunes 
executed using Sonix. The ditties 
are nice enough, bul shame about 
the strange squeaky and gronky 
Synthia sounds used. A better 
jukebox style prog is Ihe D-Mob 
Musicdisk, containing 10 deeply 
house toons, random funny' 
sprites bongling around the place 
and four oscilloscope style meters 
for the four voices on the Amiga. 
Picturewise, the best animations 
this month are a bunch- of wicked 
Videoscape animations from ihe 
prolific Tobias Richter, with sub- 
jects including Star Trek, Star Trek 
and sometimes Star Trek. But 
they're good to watch - especially 
if you've got 1Mb to play with. But 
the proliferation of Star Trek may 
not seem such a bad thing when 
you consider the alarming increase 
of digitised bimbos: here we have 
Debbie Gibson. Madonna, Cher 
(and Cher alike), and the Tufty 
demo which features every pop and 
rock bimbette of the past decade. 
These demos are sort of machine 
versions of the popular vids, 
containing the sound from the 
record and a slideshow of pics- 



Make The Break is available 
from Martyn Brown 
(Spadge), 25 Fairfield Mount, 
Ossett, West Yorks., WF5 
OTE. Tel: (0924) 265593. The 
X-Out Demo, the Intros 
Disks, D-Mob MusicDisk II, 
Science 451 Megademo, 
Ciassix 2, and animations by 
Agatron/Tobias Richter are 
alf from 17 Bit Software, PO 
Box 97, Wakefield, WF1 1XX. 
Tel: (0924) 366982. Debbie 
Gibson and the Deathstar 
Megademos come from 
Friends Of The Amiga 
(FOTA), 53 St Marks Road. 
Canvey Island, Essex SS8 
9NJ. 

ATARI ST 

The Madonna and Cher video 
demos are from Goodman 
PD, 16 Conrad Close, Meir 
Hay Estate, Longton, Stoke 
On Trent, ST3 1SW. Tel: 
(0782) 335650. Damage 
Incorporated 's super little 
Acleed Demo and Oxygene 
IV (or is it the theme to 
Brookside? We can nevertell 
them apart) are from HQ, 3 
Jubilee Court, Belper, 
Derbyshire DE5 1NN. 




39 EDMUNDS ROAD 
CRANWELL VILLAGE 
SLEAFORD, LINCS 
NG34 8EL 
Tel: 0400 62046 



MAIL ORDER ONLY 





ST AMIGA 




ST AMIGA 


APB 


1599 


15.99 


1 JONES LAST CRUSADE 


19.99 


19.99 


ALTERED BEAST 


1599 


19.99 


MOONWALKER 


15.99 


1939 


BATMAN THE MOVIE 


15.99 


19.99 


MR HELI 


15.99 


19.99 


BEACH VOLLEY 


19.99 


19.99 


OPERATION THUNDERBOLT 


19.99 




BEVERLEY HILLS COP 


19.99 


1999 


P47 


1999 


19.99 


BOMBER 


23.99 


23 99 


PICTIONARY 


19.99 


1999 


CABAL 


15.99 


19.99 


ROBOCOP 


15.99 


1999 


CARRIER COMMAND 


1999 




ROCK N ROLL 


15.99 


1599 


CHASE HQ 


15.99 




SEVEN GATES OF JAM BALA 


15.99 


1999 


CONTINENTAL CIRCUS 


15.99 


15.99 


SHINOBI 


15.99 


1539 


DOUBLE DRAGON II 


15.99 


15.99 


SILKWORM 


15.99 


15.99 


DRAGON SPIRIT 


15.99 


1599 


STAR WARS TRILOGY 


19.99 


1939 


GA2ZAS SUPER SOCCER 


19.99 


1999 


STRIDER 


15.99 


1999 


GEMINI WING 


15.99 


1599 


THE CHAMP 


19.99 




GHOSTBUSTERS II 


19.99 


19.99 


THE UNTOUCHABLES 


19.99 


19.99 


HARD ORIVIN 


1999 


1999 


TOM & JERRY II 


19.99 


1999 


HATE 


15.99 




TOOBIN 


19.99 


19.99 


HEROES OF THE LANCE 


19.99 




WEIRD DREAMS 


19.99 


19.99 


HILLSFAR 


19.99 


19.99 


XENOPHOBE 


19.99 


1999 



MANY OTHER TITLES ALSO AVAILABLE INCLUDING BUDGETS. 
SEND FOR A LIST OR GIVE US A RING. OPEN LONG HOURS. PLEASE 
STATE FORMAT REQUIRED. IF YOU CAN'T SEE WHAT YOU REQUIRE 

PLEASE ASK. NEW TITLES SENT ON DAY OF RELEASE. P&P 
INCLUDED FOR GB. FOR EEC PLEASE ADD CI PER ITEM. OVERSEAS 
ADD £2. CHEQUES AND POSTAL ORDER MADE PAYABLE TO 

SUNCOMP 



MJjTflNT CO[FTtt>RRE 



ANIMAL'S TOP TEN RELEASES 



1. 


PRO TENNIS TOUR 


16.99 


2. 


CHASE HQ 


16.99 


3. 


KICK OFF - EXTRA TIME 


7.95 


4. 


IT CAME FROM THE DESERT 


18.50 


5. 


PLAYER -MANAGER 


12.99 


6. 


OPERATION THUNDERBOLT 


16.99 


7. 


F29 RETALIATOR 


16.99 


8. 


TURBO OUTRUN 


16.99 


9. 


DOUBLE DRAGON 2 


13.99 


10 


HIGHWAY PATROL 2 


15.99 



AMIGA A500 + 10 STAR PACK 
+ MODULATOR + JOYSTICK 
+ DELIVERY 
£399.00 



KONIX PREDATOR JOYSTICK 

KONIX SPEEDKING AUTOFIRE 

KONIX NAVIGATOR 

10 BLANK 3.5 DS/DD DISKS 

1 0 TDK BLANK 3.5 DS/DD DISKS 



9.99 
7.99 

11.99 
7.99 

12.99 



HOLMESOFT 

MAIL ORDER DIVISION OF ESTABLISHED RETAILER |T 



ALDER WOOD CENTRE. 
SEDGLEY. DUDLEY. ■ 
W MIDLANDS. DY3 3QV I KSM 




ATARI AMIGA 
ST 



ATARI AMIGA 
ST 



3rd Couner 

-a ew 

APB 

A:' on |. (titer 
Alter 1W We. 
Mm Rm|i 
Altered Beast 
IquMM 

Areiada 

Antur llnfocom) 
Ml I lie Gaul 
AusierlB. Baffle Ol 
Aiels Uaac Hammer 
BM Coapany 
6H ol Pm« 1990 
l....... -„. 

BarWninjfPalacel • 

Bailie Chess 
BinHDiBrun 
3i!tk ^ u ;:i- 

MMt* 
UM* V.ik-, 

■UmI 

I: < Ti.iii 
Blaei Tiger 
BM IrVamaf 
BloW Mil.,, 
OkWfWrCh 
Slx-WcbO* 
BIh Angels 
MM Rajfe 1 
tmmmt 

■ M .. 

[abb 

Cnta. Cmwd 
CMn ut mmto 
Ciiaos Stnies Bact 
Chriots ol Wrath 
Chair HQ 
Cbessroijter 1100 

Csnwrjndc 
Conrkt Europe 
Conucl 

EMMMOm 
Cosmic Pirain 
Ciity Cats? 
C«MW 
CfcM 

Oti*i Double Horse Kaon 
Gam:,,,. Ue,<en„, ?. 

Daou* Pkts 

DayoftneVpei 

Oeia Vu 7 

3enofis Tomb 
4 m .vmih 



Do-soiA', 
9mm m 
Mb* Bimh I 
[■ ;: I' ■ Kvi ;i 
Detain Tkjhl 
MjH 
Ora;oi SfH 
Draoons Bret* 
Dragons la* 

Jr jijuits ■:' I MM HMD 
JiaUhi- 
OiMng farce 
Dad MM Onve 3 
Deagaon Mane (Img Amijai 
Dmgton Master Idilor 
Mqni hi 

I., i ; in: L ECugtji ■ 
Dynamite Dm 
■ nil, . Hdn 
Qfle 
Dm 

■Mm I mm* 
(k Platntt of RobM 
Eurcpe^- Supt'iM'jur 
Eye el Horus 
Fl( Conoat Plol 
FM MM FtjM 
fSBHaaW! 
Ial::r ME 

lateen (16 Miswn DtU 
fas) Urfr 
I en an formula 1 
Iwndish f rtddyl B I 
fNjhMff Socctf 
frst Contact 
Ml i Quest 
FaetMor 7 * tip Id 
I M Mpji ? I iiianiio- 
FoolMfli 7 Weill Cup 
Foolbal DnecUi 7 
(oolbal el Year 7 
kr;,x Vdir.l: 
i i.i Uelal Planet 
fun School J (Slale Agel 
'iilu'i A'ai , 
6alacoa 
6elwy force 
WMjan DmI 
Gaaet Suamei (floor 
Geua's Super Sonar 
Ghestbusiers ? 
Stouts a Gnosis 



1790 1795 
1)93 13ft 
1490 IIS 
1193 US 
II SO Uft 
■690 «* 
1490 lift 
1790 1795 
1690 lift 
il 90 21ft 
- 21* 
1790 17ft 
1790 17ft 
14 90 lift 
1390 16 ft 

1790 lift 
1493 lift 
1190 17 ft 
1690 MX 
1799 lift 
1199 17ft 

1791 17ft 
1791 1796 
1790 17ft 
1790 17ft 
17.90 17 ft 
MJB 179 
1790 17ft 
1690 71ft 
1790 1795 
1790 lift 
1690 lift 
1790 1795 
11* 1115 
1790 17,96 
7190 21ft 
2190 Uft 
U90 13 ft 
1490 lift 
1190 16 ft 
1390 lift 
1790 - 
1690 16% 
1190 1796 
1790 17ft 
1390 1395 
1390 1395 
1790 1795 
1690 16ft 
14 90 lift 
1110 12ft 
1190 16 ft 
1190 13ft 
1690 16ft 
1199 lift 
1190 lift 
1390 1195 
1790 1795 
1790 1795 
1490 Uft 
1790 1/95 
14 90 Uft 
1390 13ft 
1190 lift 
1490 lift 
1793 lift 
1693 16* 
1190 17.95 
1490 1495 
7190 7195 
1390 3195 
179S 1795 
7190 2195 
1390 16ft 
1693 16ft 
1790 17* 
790 7ft 
1790 17ft 
1799 lift 
1490 1795 

1790 lift 

1791 17 ft 
1791 1795 
1790 17ft 
1190 lift 
1399 139S 
1790 17ft 
1690 1695 

- 16ft 
1490 17 ft 
1790 21ft 
1490 lift 
1390 1395 

1790 1795 
1390 lift 
1190 1795 
1690 lift 
7190 21ft 
1390 16ft 
1040 1045 
U90 16 ft 
U90 Uft 
1490 14 ft 
1490 14ft 
1490 14 ft 
1190 U95 

1791 17.95 

- 2195 
1190 17ft 
1190 1495 
1790 1795 
I69J 16ft 
1790 17ft 
1393 



19 



Giants Ccflecton 
Gm A Crttage 
jrmi.cod 

MM 
Hard Dm 

MM I 

Heroes of lance WIM 
HMu IAMD> 
Mm IMmj IM I 
MtMl 

hand U1 Shttwi 
UmstUCius (AM 
I Jones & LCms bVcl 



7190 7i» 
2190 2195 
1490 lift 
1790 17ft 
1190 lift 
1190 17ft 
2190 Uft 
1190 17ft 
- 16ft 
17 90 17 ft 
'1* 'fJS 

1790 lift 
1710 1145 
1690 16ft 

1791 1791 
1790 Uft 
09J Ol 



tMM mm 

Urfon Gam 
Keel the Thef 
bet OH 

M W (lira line 
»jifliOi«tTf»M)picl 
*' i] M F«tl 
Mmh 
Laser Souad 
Last Hn|a 114.1 
leaderboard CMicton 
UnortHH Larry 
IttsurtM Larry 2 
liu'ii 'nit UI\kw 
LmibmIFC 
loi*a(d RAC RHy 
lords of Ruo, Sin 
lost Patrol - 
HI Tank Platooa 

HrthnteflMR 
UMhiMW 2 San ft«cisco 
mmm m»uo- 
Master Gr«d Pit. 
UciopimSocw 



■un 

-onTrjeh 

ICmfrem0es«rtOmeiA«gaJ 7191 21ft 

■Mm un 17ft 

JadMcilausGoR - 17ft 

1190 1395 
1140 lift 
1193 13 ft 
1190 lift 
1190 lift 
190 tft 
2S90 7695 
1690 16 ft 
1390 13 ft 
1390 13 ft 
1190 lift 
14 90 17» 
1490 14ft 
1190 21ft 
1790 lift 
1690 16ft 
1190 1695 
2190 2195 
1490 1795 
1690 lift 
2190 2195 
1690 lift 
7193 21ft 
1190 17ft 
1493 Uft 
1690 16 ft 

1690 16 ft 
1790 14 ft 
14 .90 lift 
1190 16 ft 
1790 17.16 
1490 1795 

1691 lift 
991 9ft 
1490 179S 
590 5ft 
1490 Uft 
1690 16ft 
1790 17ft 
1790 17ft 
1990 19 ft 
71J0 21ft 
1190 16ft 
1190 16ft 
1490 17.95 
1490 1795 
1690 lift 
1690 lift 
1390 13ft 
1190 1395 
1490 17ft 
1190 1395 
Ufl 17ft 
1790 17 ft 
1490 lift 
1790 17ft 
1790 lift 
1390 lift 
2190 11.96 
1790 lift 
1790 17ft 
740 745 

17 90 17ft 
17.90 17 ft 
1690 17ft 
MB 1295 
19.90 1995 
1190 17ft 
IttO 1795 
1498 17.95 
1490 1495 
1690 lift 
1990 19ft 
1190 1795 
1190 lift 
1690 16ft 
1690 16ft 
1190 13 ft 
71.90 2195 
1790 lift 
1190 lift 
1190 lift 
1190 1795 
1390 lift 
1790 2195 
1390 13ft 
14 90 17ft 
1390 13ft 
1190 1395 
1490 lift 
U SO lift 
2590 25ft 
1190 lift 
2190 2195 



Moomaker 
Mi He* 

fiiv, "Orts 
Makti 2 
Netherworld 

w;^.mii ; 'i * 

r» 9 e) Hansen GP 
Nmj Wamoit 
North & Scuff 
in mmmm 
Oim & Conaani 
Oneg. 

taiuciM Conspiracy 

MMjtl 

Oote 

DatMMTt*. MM 

Dperanon WM 

DMU MkM 
P4I riuiderooh 

PMMl 



Ptiutu 
hctoiary 
Pinull Uagir 
MirM 
P«aies 

PUverHMMt 
Pe4ce0*est2 
Ml rfMMn I I&J ■ 



MMl M 
Power Or* 
Pawerflromt 
Prwous HvM CoU 

Fn.M ID i 

PifmiF Col 2 
Pmce 

Pro Tennis Tni 

m 

OjiiiMtct 
Quart; 

Quest lime Bids 
Question 2 
R-Iype 
hV- i 0 -, 
h.n ■ * ;v. i . 

mkfCm tm 

Red Utitnng 
fledS::rr B„„ s 
Refusal*! 
Ri;l laqnm 

fmma 
Rett H Roll 
MttlBan^ 
Mercoaslei RuaDlei 
Run The 6auntW 
jjim a i; im^.! 
Scapefhosi 
Mi hi IHM 
Sewn 6aies of J aWiaU 
RtH III » MM 
S'l'itn 

MH Bn j; Eunsi 



Cheque/PO/fdrafUcash 
payable to: Holmesott 
UK P&P incl (Rec Dolivory 60p) 

Europe add 76p poi item 
Elsowhore add f 1 50 lAirmail) 



UNLISTED ITEMS 

Please phone or write for 
any item, new or old, 



Shumeeutl CHe 

SiCflee: 
Ski CM 
Hi 

SleepratGodlbl 
Space Ace 
Space Ha. 
Ej 1 1 Mn I 
MU 
Surfhtjn 
StarqMei 2 
SwWan Tnbgy 
Steve Davis Snooker 
SHralonf 
Story So far 3 

nttenvttiosiAni,),! 



lift 4ft 

ua ** 
n : * 

ii9o m 

UK *iS 



Soy. 

Stunt Ck Racer. 
Super Wr 
Super Wondtrbm 
MiMgM Mem 

Tate em Out 
■alnp. 
Tank CoamiM 
ThMi 

I . !:, 
IWne M 
Ihnll Tine Plat? 
I'l.-derhWl 
Ime 

IcneaMagA 
Tenet d lore 
Toi Tin 
!:u6r 

TowBcJBiW 
Tiactiuri Unngei 
Titntd Assassin 
Tnad 2 Cd 
Twill Pursurl 2 
'ur:o Gutru- 

Mm 

TV Sports I 
TV Sports I 
i«n Worlds 
UMS 2 
Wsmate God 
MmMIm 
Van 

VeDe(Corvtnr) 

WarmMildle fath 
War in lit Hrtdle (as) 
Waroame Const Set 
NMM 

Wiy-e Gritsly Ice Motley 
Wtird Dreams 
WiHSneeo 
WMol rupf 
Wiantri CMecMi 
World Class LBoard 
XO* 
XanonorW 
, 

WKhobr 
XrtoO 

ZakUclraclen 
M Mi 



1791 
1791 
1190 
1490 
lift 
lift 
1490 
1190 
2190 
1490 
1190 
1190 
1490 
1190 
1690 
1190 
1390 

,u* r.f. 

1690 1(95 



Sft 

lift 



Uft 



lift 

HI 



195 



1795 
'Ift 



169; 
1390 
1190 
1690 
1490 
2190 
1190 
1593 
1793 



15 15 
1395 
Uft 

16 ft 
17ft 
71ft 
13ft 
1695 
lift 



1490 1495 
1690 1695 
1490 14.96 
1790 1795 
1690 16 ft 
1490 14ft 
13 * lc* 
1490 1795 

- 2195 
1790 7195 
1190 17ft 
1693 lift 
1790 17ft 
1490 17 ft 
17.10 17ft 
19.90 I9ft 
11.93 lift 
1190 1395 
1490 1495 
1790 17 ft 
1790 1795 
1790 17ft 
1690 lift 
1690 lift 
1790 1795 
1490 1795 
7190 21ft 

740 7 45 
1190 13ft 
1790 17ft 
■6 90 lb* 
II 

1190 lift 
1790 17ft 

- 2195 



HARDWARE A PlRIPHtRAIS 




AaraaM'BWPKl' 


fM.99 


AlanSTt • MMl 


C29B H 


AianST.'E 'Power Pact* 


i m m 


AlariSTIMIOtt 


r«9» 


Philips Cot Mondoi 


I799S9 


AnMlOMS Col Monitor 


f?69» 


Air^AWIRAMPacI 


f 14*99 


AmiC)eA1010 Disk Drive 


TIM 99 


Cumana Disk Drive IS T Aawul 


£9799 


C*/«n1MD Printer 


(11499 


MPSlTOCol Pnntei 
Alan SMM BM PnnWr 


f?fS99 
(IM99 


ADD ONS BLANKS etc 




10'36'DiiUlunbiendedl 


f999 


l0.1VDirtsl3W| 


C1199 


1 Haver Adaptor 
Joyiuctfn leads 


C699 
C5.99 


ParelHPrnier leads 


f999 


KeadClean-.dD.U36- 


on 


D«k8oil3Yi«n 




DakBo>ll5->10» 


(999 


OostCowrtSofl) 


a.* 


Mouse • Holster - Mat 


mn 


Mcn.se Mai 


£599 


NullWlKlrr 


f9.99 


Sc art Moodor Cable 


(1199 


MurMaceST 


(6999 


ArnMa Control Centre 


14799 


JOYSTICKS 




1 1 ■ <■! : : I'l 


(1299 


Quckshotlll 


(799 


Qutckshot? 


(799 


Q u .ckshotiIiKbo 


(999 


QuicksJiDt 130 


(1199 


Quicfcitioim- 


(199 


Mali ilMfliMiM 


ft 99 


Cru.seilBlack.'Cel) 


(919 


Coe^Pro Phantom 


nia 


EMaPraMBMi 


(1549 


KonuSfieedkinq 


H ■ 


KMl Soeedtmo • M 

II. -|. ,' l,.. >,„!J 


(10*9 
(1999 


!■ '.. ilurMM 


(1499 
(2i99 


Stock items iisually by re 


turn 


nou 





forthcoining releases will be sent 

on day el release 
SAf lor sohware/haidware lists 



Tii iirdtT si'iid C'hvauc ur PumIuI Ordrr to: 
Ml I AM SOFTWARE. 475 STA1NFS ROAD. HKDFOM . MitltK 
Or rim- 078IKI and (MKIMI 32% I OR DETAILS OK UJ. 
SOFTWARE. PERIPHERALS AM) HARDWARE 
jm. Orders* destpalchvd wllhln 24 hours mumm 



I 

m 

O 
z 
m 





PHONE 
0476 591040 




psoo 



70 x 



SPfCM/ OFFERS: 
ATARI 



A h e r Du rna' i mi 

tHatla'oida 

Super Hang -On 

Jam - — — 

Zort On* — 

Zort I wo — ~ 

Hollywood Mi|in> 

UnmvriaxJ ■— — 

TalauHn ii ii 

SpMdball 

Balance of Po we i 1990 

Shadowgata 

Old* - - 

GartioldBigF.tMa.'YDBal 

UvUWhMatoi iXmoiflo* 



AMIGA 



Th« Thraa Stooge*.. 

!>l ' ' 

DaiaVu 

Kl--r> r. i. \ . 

Bombu/al — 

Robtww 

Rufming Man 

GaifieldBig FatMairyDaal 

Pawing Shol 

Char loll of Wrath 

IheRoalOhMtbUMra 

Witksd 

Captain Blood 

MikalheMaBicDfagon 



12M 
1?95 
12.95 
1395 
1295 
1295 
1295 
1295 
12 95 
1295 
1296 
1295 
1295 
11 95 
.796 



1295 
1295 
1295 
12 95 
12 95 

9 99 
1295 
12 95 
1195 
1? 96 
1295 
12 95 
1295 

795 



AMIGA/ATARI GAMES SOFTWARE 



NOW OPEN TO THE PUBLIC 



-3S 



A.P.B — 

All -ivd BaaM 

.•- I ■ .1 ... '.r-i _ 

Aim o<la i 

BkiodWKh 

Barbarian? _ 

BlaaMnMda — 

BktodMonav 

BombOipoaal _ — , 

Bo> i odino — 

BlidgaPliya'TOOO 
BanlaChaai 

B>tii«iadt _ — 

BiaCh*.nga 

Baakatbail 

Batman iNaMovit 

sIUiITpibwiiw 

Bc*TiVol.,B«l' 
CompulnHiUViK ? 

CyOanMii 

CvtMtnoKl 

Com mama) Ocua 
CaOal . 

iMQ.. 



OHiblaO.flon 

3 

Dragon Sp.ril 

r>--..>gg.« 

tm... 

E m ir a* in* M Mi . 

Fl6F.lcon —.. — 

F I SCombal Pilot 

H 6 f atcon Minion Dill* 



SI 
13.96 
18 96 
796 

!!£ 

wJi 

1796 

if 



21 95 
IB 9b 
15 95 

1695 

14 95 

13 96 

PHOtif 

PHONC 
1595 
1595 

14 95 
1796 
1396 

15 95 
IfM 
1696 

| | 
1496 



AMIGA 
14 95 
IB 95 
1195 

21^ 



161 
16 95 
1795 
PHOW 

1596 
1895 

1 
la h 

21.96 
1896 
18 96 
1996 

1396 
14.96 

PHONt 

M"0Nf 

1895 
1596 
1496 
17.96 
13 95 
1895 
18 95 
1695 
18 95 

ii 

16 95 
PHOSt 

v,% 

1495 



FumtUifiodOV 

f uiuraWan 

F 0 F t 

I si in i ' oi ii tula One — ... 

Flah — _ 

flifl hi Simulate* J 

football Manager 2 

luM" 

fmuvition . ~ 

FaWHtfllBi 

runStr.oolUiMtoi6* 

ttE&i :::=:: 

pwlw — .- 

QotdMira 

Gunahip 

Grand Pm Circuit 

1 1 • andOMata — 

'j h OK b u it t r * ■ _„-_. 

Hound* o> Shadow i 

MondaRVF760 _.. 

Hit Diati Volume? -.— — . 
Hard OrMw— — — . 

H .1*11 1 1 Si.fir.ory L> U .- 

IrontWd.. - — 

iiCfi^fio'iiihaOaMii 

ln< >edi ble S>>r i iM . ng Srtnar a 
International Karala * 
Indiana Jonei _~ — ..... 

Indiana Jooea Advenluf a ...... 

Inter uhaaa ■■■ 

iv 1 1 doe .__ i i" 

J*..- 

Jour nay — , — ._ 

J pm N >c 1 1 atrt Coo f*a Di»* 

^Approach 
lEngland 



laadaiboaidLo iDiiii i 
Lagand of the Sword 




18 95 
18 96 
15 96 

tea 

1896 

17 96 
M M 
1496 
1896 
19.96 

1396 
1695 
MJj 

18 95 

M 

27 IS 
1196 



1)96 

14 



18, 
16 

1496 

1695 
1895 

18 95 
18 95 

1895 
18 95 
17 96 
16 95 

14 96 

16 95 



1(1 T, 

1496 



IB* 
7195 
M H 
1491 
1796 
■ » M 



Zenland: 

MavatMInd- 

Oon _ — , 

Ontlauaril — 

PMiingShoi 

Pi'»tBt ._ _ 

PopuloirtPio-n'MtdLand* 

Par manM. ._ 

Populou*. i i I 

Powafdi ooia hmpmnhnwh 

Pri ion in ii mil 

PhoOia 

ProTannfaTogr — — 

Porter Dlit! 

QurttFo-C-uoatHmlBoi*) 

I forma I Em Bird 



I T.p* 

R^nma^^rMT™™!!™! 

in • nanoaraua 

HeflHMf. 

HallytrouCriainnga 

SKiicnolads „ 

SruniCirB*c*> 

Scacary l)it« ' 

Scanerv DM 9 (Aniar<an 



1895 
1695 



15 95 

M 

M H 

r«5M 
1695 
1496 

1696 
17 96 

KitUM 

16 96 

19 96 

'i H 
i£m 

1896 
1" 96 

1396 
uM 
1396 
1895 
1696 
1196 
U ^ 
1696 
1595 
16 96 
1896 
1696 
1599 
1795 
1696 

1396 
1396 



18 95 
16 95 

16 95 
»1 95 

15 95 

J9 

ii ■ 

xi 

17 95 
1595 
IB 96 
in Jb 

PV.OM 

17 95 

PHOUt 

16 96 
16KB 

999 
13 96 
1B95 
IB 96 
13 96 
1696 

16 95 

18 95 

IB 96 
11 96 
70 96 
16 96 

19 96 
1896 
1896 
16 96 
18 96 
1796 
16 96 

PHtlM 

iSS 

M ■ 



WLoaail _ 

ScanarvtMil - — _ 

SfeneryDt* Japan 
Sianary D>ah W»aiar 
Turopa 

k.*ob*aD-kj>* 

tSarvica- — 

I am up Con KM.. _ 



Super Wonder Boy 

Super Ou> ntel .... — 
Swc-dolTwiligN 

Si r idar — j_ . 

SiurtCai - ■ - 1 ■ ■ ■ 

Smew 

Spaia Aid , , m 
loobin I, 

I U( bo Outrun 

TmtOivel 

TimeScannef 

I y phoon Inom moo 

IrielatlNima?. 

Truindeabirdi 

TVSporu Football 

TtfaMZ I i i 

30Poo>Cnai>enge 

UnloiKMlil-il 

Verrn.natOI ..— 

ViruaKiMaf 

Voyage* 

W.terloo 

Wlftnajt „_„ 

XOui .. 

Xybota 

Xanophooe 

...... ,:'M..,.it.i...i 
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Turtlesoft Atari Powerpack 

Free Joystick t Basic + Manual + 

Software - £400 RRP 
£359.95 inc VAT t Free Delivery 



Turtlesoft Atari Explorer Pack 

Free manual + Basic 
t Leads + Mouse 
£279.95 inc VAT > Free Delivery 



Turtlesoft Disks 

70DSOD + LockdblediskboxIWcsp 

70DSDD • UbiarvCasfl 

400SDD ♦ libiarvCaseiaOcap.J 

500SD0 * Lockablei)iskbox<80cap. 
lDiskCl a aninQK t t5.75>3.6 



£20 95 
(18 % 
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Batman Amiga Pack 

Free Batman the Movie + NZ Story + 
Interceptor ♦ Deluxe Paint II 
£399.95 inc VAT I Free Delivery 



Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details 

Post: Send cheques. 



All prices include VAT at 15%. All Amiga and Atari hardware available. How to order 

PO or Visa/Access details to the address below. 
TURTLESOFT Dept THO, Unit 3, The Old Malthouse, Springfield Road. Grantham. Lines NG31 7SE. 
Subject to availability, all items are despatched within 24 hours. E&OE. 
Cheque orders require 7 days clerance. Just because you don't see it - doesn't mean we haven't got it - please ring for details 

Please make cheques payable to Turtlesoft 
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17 Bit Software 

That Bit Better Than The Rest! 



THE UK's LARGEST AMIGA ONLY USER-CLUB WITH OVER K).O(M) MEMBERS, 
AND A REPUTATION SECOND TO NONE FOR SERVICE. 

NEW DISCS IN STOCK NOW AT ONLY 2.50 EACH!! 

DISK 515 - PUGGS IN SPACE - EXCELLENT ANIMATION (FEATURED IN THE ONE') 
DISK 523 'WHY DON'T YOU STAY...' FULL SAMPLED SONG FROM DIRTY DANCING 
DISK 524 - MAGNETIC BEATS - BEATM ASTER HOUSE MUZAK DISK 
DISK 530 - TV SPORTS BASKETBALL SLIDESJHOW ■ AMAZING GFX FROM THE GAME 
DISK 533 - INTRO'S 22-6 STUNNING INTRO'S AND DEMO'S 
DISK 535 - SCIENCE 451 MEGADEMO - MORE MAGICAL MUSIC AND GFX 
DISK 540 - CLASSIX II - MORE CLASSICAL CONVERSIONS FOR THE CULTURED EAR! 
DISKS 541/542/543 - 3 BRILLIANT AGATRON ANIMATION DISKS FEATURING EVEN 

MORE STUNNING STAR TREK ANIMS (£2.50 EACH) 

CATALOGUE DISK AVAILABLE FOR JUST £1.50 - FULL DETAILS OF ALL DISKS! 

Join now! Quickstart + Pack : Utility Disc, Demo Disc, Catalogue Disc 
and an issue of our Disc-Magazine PLUS Membership for just £6.50! 




17Bit Software (Dept.l) - Po Box 97, Wakefield WF1 1XX, UK 

TELEPHONE 0924 366982 

^Individual discs £2.50, 10 discs for 20 inclusive of all postage, packing and quality media 





Following on from last month's 
toe-dipping into the third 
dimension, pixel impresario 
Phil South cocks a snook at the 
real thing. 

Pretend 3D using sprites is okay (or the track or 
field, but when you take to the air there's only 
one way to do it, and that's REAL 3D Any flight 
simulator worth its salt uses it, and we fly 
through it admiring the view, but how many of us 
really know how it works? Anyone who reads this, that s how 
many... 

Three-dimensional objects are usually generated by 
points in space, joined by lines. These were 
originally just plain lines on the screen, due to the way 
early vector displays operated. Instead of scanning the 
lines back and forth on the screen, the displays just 
drew the lines on the screen with the photon beam! 
Lines which described the back of the object were 
removed to clarify the shape - a process known as 
Hidden Line Removal. 



PIXEL PATTER 

Solid 3D is a weird subject, as the 
graphics involved owe less to 
drawing technique and more to 
programming. The only artistic 
considerations concern object 
design, so demonstrating the point 
this month proved problematic. 
Fortunately. I had a leading expert 
on 3D at hand to illustrate the 
problem in words: Mike Singleton, 
creator of Midwinter. 

Mike, lei's begin at the beginn- 
ing... how do you start? What do 
you begin with? 

"Almost always with my games it's 
a case ot technique first with the 
game following. It's not the only 
way you can work it. but doing it that 
way you know that you can do what 
you've said you can do. You can go 
back as far as Lords Of Midnight 
tor that. When I first suggested the 
idea in September '83 they loved it, 
but the big question was whether 
graphically it could be done. So 
before any game design was done 
it was a case of exploring the 
graphics techniques that would go 
into it." 

And the same Is true of Mid- 
winter? 

"Yes, once you're familiar with a 
particular machine, you've already 
got some pointers as to how to 
plonk stuff on the screen quickly. 
You can go to great lengths, making 
sure everything's as streamlined 
as it can be, and doing lots of 
analysis in terms of how many 
t-states' each operation takes. 
You can gel 50-1 00 per cent speed 
increases that way." 



You've sped up your graphics by 
making your objects tell the 
processor what they're doing, 
haven't you? 

"We've got a lot of new stuff. We've 
got polygon drawing routines for 
each colour, so where normal 
programs have just one polygon 
draw routine, we've got 16. There 
are lots of mathematical tricks you 
can do. once you understand 
what's going on. I never thought I'd 
need A-level maths again, but sure 
enough I use sines and cosines 
every day. We've got our own 
special format to describe solid 
objects, a lot of the information is 
pre-calculated , so you don ' t have to 
do much analysis in run-time itself. 
One of the things which makes our 
system faster is that we've dis- 
covered something more primitive 
than a point. What we did was to 
divide every point In an object up 
into three components, one in the x 
axis, one in the y and one in the z 
For example if you've got a cube, 
you'd normally store that as eight 
points. On our systems you'd do it 
as three 'axioms', and rather than 
rotate all those points, we rotate the 
axioms, and then we add them 
together again afterwards. So 
instead of doing tots of multiplica- 
tions we're doing lots of additions, 
which is much quicker. There are 
other things that are pre- 
calculated. like for doing the 
lightsource shading. You have to 
know the normal' (a line going out 
from 90 degrees from a face) for a 
face of the object to calculate the 
shade it should be, as it tells you 
how the light bounces off the face if 
you know the direction the sun's in. 
The shade of the face is the cosine 
of the difference in the two angles.. . 



anyway, in our objects all the 
'normals' for each face of the object 
are already worked out. The same 
with sorting which objects and 
planes are closer to the camera' on 
the landscape, and sorting out 
which planes you can actually see. 
The rotations are all done simply by 
addition. Printing the faces in the 
right order is usually a horrendous 
problem. The way you're supposed 
todoitistodowhat scalleda depth 
order sort' which essentially means 
that you look at the scene, and you 
work out which faces are furthest 
away and print them first. Then you 
print the ones that are closer to you 



last of all. You could end up with 
checking 100 faces with 100 faces, 
which is something like 10,000 
checks! tf you want to keep it 
running at some kind of decent 
speed, you have to do it differently. 
We've cut out most of the depth 
order sorting. In the hills" 
themselves, because there is some 
regularity to it, the grid pattern is 
regular. There is some order there, 
as to which faces come first and 
which next. We use the grid system 
to tell which bits are behind what, so 
for the largest object the landscape, 
we've got no depth order sorting at 
all, it's all built into it" 
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(DEPT THE ONE). 41 SOUTH ST 
LEIGHTON BUZZARD. BEDS LU7 8NT 
MAIL ORDER ONLY TEL 0525 377974 
PLEASE MAKE CHEQUES AND POSTAL 
ORDERS PAYABLE TO TURBOSOFT 
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COMPUTERS 
01-803 0893 

MAIL ORDERS TO: 16 BIT OEPT, 55 HARROW DRIVE, LONDON, N9 9EQ 



HARDWARE:- 

A500 • Modulator « WB 1 3 t Batftian ( The Movie) i lOOSoftware C64.95 

A500 f As Above * 230S'warePack + Photon Paintll £384.99 

520 STE + Ranarama Game * Tutorial + 7 S/ware Titles + to Disks + Mouse 

Mat „.„ ~ C344.95 

520STE + 'Power Pack mc550S'ware «.« £384.99 



Amiga$MegRAMExpwilhClock + 1 Meg Demo 
Monitors, Printers anOall other Accessories 



31/2' QUALITY DD/DS DISKS 
10 £7.95 50 £32,99 100 £59.99 

Al Disks Come Boxed in 10s (Not Bufc Packed) 



Competition Pro 5000 
Konix Navigator , 



£10.99 
£10.50 



£69.99 

£ PHONE 

10 DS/DD Disks, Storage Box. Disk 
Dnve Cleaner, Mouse Mat, Mouse 
Holder, Twin Ext Lead. Joystick £29.00 



KonixSpeedking(Aulo) £8.99 

Competition Pro 5000 Xtra £1 2.99 
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7.99 


7.99 


Ivannoe 


12 79 


12 79 


Smnooi 


1279 


1279 


CnamDefs ot Snaoitn 


1299 


1599 


KkhOB 


12 79 


12 79 


S*worm 


1279 


12 79 


r<:,u: Li.i - 


1299 




KmgHOou' 


15 79 


15 79 


SsnOy 




1950 


Chase HO 


13.79 


15 79 


Lancasler 


12 79 


12.79 


Str«ler 


13 79 


16 79 


Ci-cign 90 


1279 


1279 


Last r*n ( a II 


18 79 


16 79 


SIoop*iq Oods lw 


15 79 


15 79 


CunlHci Europe 


15 79 


15 79 


i nit Bquat) 


1279 


12 79 


Slaneara TrHogy 


1579 


15 79 


ConRnenOl Circus 


12 79 


12 70 


Leonardo 


1279 


1279 


Siry 


1279 


1279 


Damocles 


15 79 


15 79 


Licence To KiH 


1279 


1279 


Slurs Car 


1579 


1579 


Demons TornD 


12 79 


12.79 


Lrle* Dead 




1950 


Super QumirH 


■5 79 


1579 


r>,igon AMi)A 


1279 


1579 


Ughi Force 


15 79 


15 79 


Super Wonder Boy 


13 79 


16 79 


Dfagon Sp*R 
Dragaw Lair 


12.79 


12 79 


Lords ol Rising Sun 




1899 


Switchbluik- 


1279 


1279 




29 50 


Mali n Maiaudor* 


12.79 


1279 


The Lose Patrol 


1279 


1579 


DiaMhen 


1950 


1950 


Millenium 2.2 


18 79 


1679 


TOOtsfl 


12 99 


1299 


Dn»m Force 


IB M) 


■ - a 


Uoonwalliei 


13 79 


16 79 


Triad II 


1579 


1579 


lynani I « bur)MR 


1579 


15 79 


Mr Heh 


»5 79 


1579 


Tui do Outrun 


16 79 


1679 


OynamAe EXii 


13 79 


16 79 


Mever Mmd 


12 79 


1279 


UssrABM GM 


1379 


13 79 


F rrpo'er ol Ihe 


15 79 


1579 


> K * /cvano Stoiv 


12 79 


1579 


UniOuCharjlps 


1279 


1579 


Mires 






North A SouT 


15 79 


15 79 


VroAarrie 
Weird Dreams 


1099 


1099 


i ,■■ ol Horin 


15.79 


15 79 


Ooe-al-jn Woll 


1279 


1579 


15 79 


1579 


FaKon 


1599 


19 50 


Operabor. Thunderrxirl 12 79 


1579 


Xenon II 


1599 


1699 


f akon-MisKin 


1299 


12 09 


I'.an'i:,., 


1379 


13 79 


Xanomorpii 


1579 


1579 


• 1 ■ ComDat Fhlol 


15 99 


1599 


Passing Shot 


12 79 


1279 


XytrOU 


12 79 


12.79 



ALL PRICES ARE FOR MAIL ORDER AND INC VAT, PAP. PRICES SUBJECT TO CHANGE 
WITHOUT NOTICE, E&0E. HARDWARE AVAILABLE AT ABOVE PRICES, SOFTWARE AT 
UPlO 25% OFF RRP AT:- 28A WESTERHAM AVE, EDMONTON. LONDON N9 4BU. 



HINTZ *IM' TIPZ 



BEAT THEM AT THEIR OWN GAME 



**0836 404148** 



Finish those impossible games with 
Hints and Tips for the Amiga 

Calls: 25p per min off peak 
38p per min all other times 



ELECTRIC P.D. 

A 

AmiqaA500 Bat Pack 359 95 

A500 Class of the 90 'a 539 95 

C64 Light Fantastic Pack 149.99 

1084 Monitor „ 235.99 

A1 0 1 0 External Drive 99 . 99 

A59020MDHardDrive 365 95 

MPS 1 230 Printer , , 1 49 95 

MPS 1 550 Colour Printer 239 95 

Amiga 1/2MegCard 79 99 

Load All Data Recorder 36.00 

1352 Mouse Amiga/ PC 39 95 

a?ipsticK Su()©rpro immii»iimimi» * timti»iM(i«f"it it.i*.ti*Min14.95 

Zipstick Command ^ 17.95 

Cheques/Postal Orders to 

ELECTRIC P.D. 
7 Park Road, Haltwhistle, Northumbria, NE49 9AR 

Tel (0434) 321942 



ARCADES 



A real sequel from 
Irem, plus a couple 
of shooting 
'tributes 1 caught Brian 
Nesbitt's eye when he 
visited the recent Amuse- 
ment Trade Exhibition. 








"ft 

Ca 



IREM goes back to its roots wilh 
sequel lo what's arguably 
definitive shoot 'em up 
although there's been no m 
changes to the basic gameptayfl 
R-Typell. if you enjoyed wiping aM 
the Bydo empire the first ttrfl 
around, there's enough variety 0 
this sa-tevei effort tor you to enjH 
doinglMhe same thing to ffs 
regenerated successor. 

Weapon-wise, all of the old 
favounles are still around: the 
powerful blue beam, the rainbow 
gun, heat-seeking missiles and 
refraction lasers. However, there's 
at least one new addition which ts 
almost enough tojustify a look in its 
own right - the Beam Wave 
Scattering Cannon. 

This masterpiece of destruction 
works m a similar fashion to 
good) old blue beam hold Pire f 
couple of seconds after the power 
meter tills, then, when the colour 
changes, let fly and watch, the 
cannon destroy everything on 
screen. 

Some of the graphics aren t quite 



tas Sharp it»s lime 
R-Type ir is as coioi 
live, and pteyabie 
mayhem as you're Ifc 
year and noMoub 

bu: 




around, 
lurtul, destrd 

a slice Bf : 
ikety to see this 
ubt it will be big 
home software 
tChristmas.Boi 



will it be Activision once again 
producing the conversions? 






I ( 






Beastly 

Business 



UZI ENVY strikes again, this time 
with SNK getting in on the act. 
producing a death-dealing blaster 
with not two, but three (count 'em| 
cab»et-mounted weapons - 
Beast Busters. As the tide sug- 
gests, the action revolves around 
destroying the undead - ghouls, 
zombies and the like - with little 
variation from the Wolf/ 
Thunderbolt theme. 

Level Two however, is worthy ot 
a special mention: a graffiti- 
covered train slowly pulls into an 
eerie tube station, the doors draw 
aside and the ugliest collection of 
monsters and ghouJs spills out, 
firing everything they've goi. 
There's also a splendid river 
sequence where your bullets 
splash into the water taking out the 
leaping piranha fish. 



ARCADES 



Hard Lines 




ITHADlohappen really... Segahas 
joined the ever-growing ranks of 
Operation Thunderbolt 'fans' with 
the release of its own two-gun 
shooter, Line 01 Fire. There's not a 
lot of deviation from the onginal to 
report either, other than the 
unlimited ammunition and a classy 
OutRun-style progress report after 
each level, showing a jeep moving 
from battlefield to battlefield. 

The neat aerial dogfights 
towards the end areenjoyable. but I 
couldn't help gaining the overall 
impression that Line Of Fire was 
both slower and not quite as 
playable as the Taito titles from 
which it takes its inspiration. 
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Roubles 
From 
Heaven 

ALL THAT lime spent fitting mis-shapen blocks together can at last be 
put to good use, as Barcrest has released Tetris Payout, a gambling 
machine based on the Russian classic. The stakes are high - there's 
up to C10 to be had by those who can amass a whopping 115,000 
points, but if that seems a little too much, a mere 6,500 will put you 
among the lower earners. 

As you'd imagine, it costs a little extra to make yourself eligible for this 
kind of dosh. but those of you who don t feel quite ready lochance half a 
quid on the falling squares can always check out the 'practice' level 
which costs a more reasonable 20p. 




WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS 
TD1 1SW 



WORLDWIDE 



SOFT WA R E ■ 



WORLDWIDE SOFTWARE 
106A CHILWELL ROAD 
BEESTON 
NOTTINGHAM NG9 1ES 



AMIGA 1 SI SOUWARI 

A.P.B. 

ArrDorna Hanger 

Armada 

Asteni 

AustorU* 

Botrayal 

ems?* 



AM l< .A ST AMIGA S I SOr TVMRE 



AMIGA SI AMIGA- SI SOI IWAHI 



AMIGA SI AMIGASrsO'lWAI'l 



AUON ST AMlGASTSOfTWAMC 



BoorAvyth 
B..-!-.,:ii [),,:.■ .: - 
DKic Angel 
lomtM 

BndQC Play*. 2000 

UnJcju l'l.i, t -f :"5C LidtatlKd 

Cvw Command 
Centre**! Squares 
Ch*w Slrikos Hi** 
Chaftote ol Wralh 
Chase HQ 
Chess Ptayei 2tM 
Chicago 90 

ClueOo Master Detecfrve 
Commando 
Conflict in Europe 
Continental Circus 
CyUerball 

D.niy Double iiorso Racog 
Damocles 
Dark Century 
Day of Die Viper 

[l.iy nt i-H- Phi.,'. ml 

Deluxe Scrabble 
Debut 

Deluxe Slrtp Poker 
Dominion 
DouOte Draoon 2 
Or Dooms flewtngc 
Dragon Ninia 
Dragon Sp.nl 
Dragons ot Flame 
Dra-khen 
Urivm Force 
Dungeon Master 1 Meg 
Dungeon Master tailor 
Dynamic DoOugger 
DynanNi Du 

.'„•■ ■ il.T 

EMe 

Empire 

Eskimo Games 
European L e ague Socobt 
F16 Combat Sot 
FieFaaw 
Flfl Fata* 



'«» H» 
16 96 16 » 
KM 24 95 
16 95 16 » 

1795 t795 
1696 16 96 
16 95 16 96 

1796 1796 

16 96 16 96 

17 96 1796 
1199 1199 
17 96 1796 
22 96 22 96 
1496 

21 96 21.96 
16 96 16 96 
14 96 14 96 
- 17.96 

16 96 16 96 

17 96 I486 

16 95 16 95 
14 96 14 96 
14 96 14 95 
14 96 14 95 

17 96 17 95 
14 96 14 95 
17 95 1795 
14 96 14 96 
16 96 16 95 
16 96 16 96 
16 95 1695 
16 96 16 96 

1495 1495 
1696 1696 

1496 14 95 

1695 1696 
14 95 14 95 

16 96 1696 
1796 14 96 
I4 86 14 96 

17 95 1796 
21 95 2V96 
16 95 1695 

16 95 16 96 
7 99 7 99 

17 96 1796 
1796 14 95 

1696 1696 

16 95 16 95 
999 9 99 

17 96 17 96 
14 96 1496 
16 96 16 95 
14 96 14 95 
21 95 16 95 



F29 Helaltator 

Fast Lane 

Ferrari Formula One 

Fttnd.nh FredcMa Big lop 

Fmesl Hour Battle ol Br«*n 

f«e Brigade (1 Meg) 

First Coniaci 

FtgN Sim 2 Hawaii Scenery 
FkgM Simulator 2 
Footoai Dneclot 2 
FootDai Manager 2 
Foornel Manager 2 Exp Kn 
Fmtoaarjr o» Ite Year 2 
I c< gotten WortOs 
Full Metal Planelo 
Fun School 2 (6-8) 
Fun School 2 <Over B) 
Fun School 2 (Under 6) 
Future Spnrls 



1796 17 96 
14 95 14 95 
1796 1796 
1796 1796 
17 95 17 95 
2196 

16 96 16 95 
14 99 1499 
28 95 2B95 
14 96 14 96 
14.95 14 95 

999 999 
14 95 14 95 
14 95 1495 

17 95 1795 
1496 1496 
1495 1495 
1495 1495 
1495 1495 



•eeeeeeeaeaa******* 



IwrtRM 

J*=« Nicklaus GoH 
Jig Sar. 
Joan ol Arc 

John Lowe Ultimate Darts 

K.'ff Hi,. I-.i'l 

Kennedy Approacn 

Kenny DStglish Soot 

Mat* 

Kick OH Extra Time 
Nk* CM 

Katgdoms of England 
Kmgs Quest Tnple Pack 
Lancaster 
Laser Sou*) 
Leadertmard Cotacaon 
losoresu* Larry 2 
Leisuresu4 Larry 
UgM Force 

............. 



1795 14 96 
1795 17 95 
1495 

999 9 99 

1495 14 96 

1795 

1696 1696 

1496 1496 

7.99 7 99 

1495 1496 

16 95 

26,86 26JM 

1496 14 96 
1495 1496 

17 95 14 96 
2196 2196 

1795 1796 

1796 1796 



Operahon Thunderbok 

i • ... i, ■ ,, - 

OuHand* 

P47 ThunderDo* 

Paperooy 



Player Manager 

Populous Promised Lands 

Populous 

Power Drffl 

Power drome 

Pro Toms Tour 

Quartz 

Ramoow Arts Ira** Pack 
Hairy Cross Challenge 
H.id . igntnlno 
Red Storm Rising 
Robocop 
Hock N Moll 



17 95 14 95 

16 95 1695 
14 95 14 96 
1695 16 96 
14 95 14 96 

- 1695 
14 95 14 96 
7 99 7 99 
1795 W96 

17 95 17 96 

1795 1796 
17 95 17 96 
16 95 16 96 
14 96 14 96 
14 96 14 95 
72 96 22 95 
16 95 16 95 

1796 1496 
14 95 14 95 



......... 



........... 



FAST DELIVERY ON ALL STOCK ITEMS BY 1ST CLASS MAIL IN UK 

SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE * 

CREDIT CARD ORDERS ACCEPTED BY PHONE OR MAIL * 

CREDIT CARD ORDER TELEPHONE LINES * 
NORTH. SCOTLAND -»«—«- . „ «... M SOUTH. MIDLANDS * 

N IRELAND. OVERSEAS ° VE ^i^Si E a. H 5?«? NLV WALES * 

0896 57004 (.24 HOURS) ^ ^ ^ J?JTl^"e" f. . . I * '* 



Stry. 

Slum Car Hacer 
Super League Soccer 
Super Wonder Boy 

S«,t. -.(.Lull- 

Swords ol Iwagn 

Teal Dnve 2 Cahforrw Chaff 

Test Dnve 2 MusOecars 

I est Dnve 2 So per cars 

Tesi Dnve 2 The Ouel 

I'.- ; l,in l 

The Cycles 

Thriirtime Platinum 2 

Trme 

Teettn 

Tower o> Babel 
IffffalS 
Turbo Outrun 
lusker 

TV Sports Foolbai 
Twin VYorkl 
US Goto Giants 
US Gold Wmneri 
JraorxhabaM 
-i . . - ■ r 

•v, [. 
Waterloo 

XOut 



I iA.ru wan 

Games Summer fc Onion 

l...v... Bum Bees* 

Ghostousiers 2 
Ghouls arw Gnosis 
Grand Pnx Orcod 

, '„■■ ■ . Ultrr.il,: i. ,11 

KardDrrw- 

Pairol2 



htoitlr One. 
Ik-lywooO Poker Pro 
Hound of Shadow 
Indy Jones Lasi Crusade 
Adv 

Infestation 
inasfphase 

Iron Lord 

■ Came From the Desert (1 



1795 1795 


Liverpool 


14 96 14 95 


1795 1795 


Lombard RAC Rajfy 


1696 '696 


1695 1695 


Lords ol Ihe Rang Sun 


2196 


1795 1795 


Lost Patrol 


1795 1495 


17 95 14 95 


Magnum 4 (Ocean) 


22 95 22 95 


1795 


Maniac Mansion 


1795 1795 


17 95 1795 


Master sound 


36 96 3595 


16 95 1695 


Main. MaraudM 


14 96 1496 


16 96 16 95 
14 95 14 95 


Microproae Soccer 
Midwinter 


16 96 1696 
16 95 1696 


16 95 1695 


MindDertfer 


14 96 14 95 


17 95 1795 


Moon-alkn, 


1706 1495 


21 95 


Motorbrke Madness 


4 99 4 99 


99S 999 


Myslory ol the Mummy 


16 95 16 95 


17 96 17 95 




1796 1795 


1796 1795 




17 95 14 95 




r*n|a Warriors 


14 95 14 95 


16 96 16 95 


North and South 


16 95 1695 


1796 1795 


Oil Imperium 


16 96 1695 


22 95 22 95 


Omega 


2195 2195 


21 96 


Omni Horse Racing 


17.96 




DMauoN 


17 95 17 95 



RVF Honda 
i;.,!.,,, :,u,.-. 

Ir^Sr^ales ol Jambala 
BhaVjOH of Ihc Doaii 
SMnob. 

Snoot em up Const Kit 
Seem Service 
S-kworm 

SrmCrry 



Star Command 
Siar Fleet 
Sw Wars Trlogy 
Starfhgrq 

Steve Davis Snooker 

Slormtord 

Bairjai 



Space Ace 
Space Quest 2 
Bum Ojussi I 



1696 1695 
14 95 14 95 
1495 1495 
17 95 1495 
28 95 

14 95 1495 
22 95 22 95 
1695 1695 
1495 1495 
21.85 
1495 1495 
3295 32 95 
1795 17 95 
26 95 26 95 
14 95 14 95 
2295 
995 

1795 17 96 
1795 1795 

1495 14 95 
14 96 14.95 

1496 1495 



Xenon 21 
Xenophooe 

JOYSTICKS 

Chwiahl/5- 
CheeiahMacht 

Zs> Slick Super Pro Sunoard 
lie Slick Pro Autotire 
Comp Pro 5000 
Comp Pro 5000 Clear 
Comp Pro 5000 E> Ira 
KonixSpeedking 
KonuSpeedkingAuiotVe 
Crus*r 

C^ickaho12Tijrt>o 



AMIGA ST 

14 95 14 95 
16 95 16 95 

16 95 16 95 
1795 14 95 
14 95 14 95 
1796 

11 99 
II 99 
II 99 
1795 

1795 1795 
1795 1795 
1695 1695 

21 96 21 96 

17 95 1795 
16 95 16 95 
1695 16.95 
1795 1495 
1795 1495 
2195 1795 
16 95 1895 

22 95 22 95 
22 95 22 95 
1795 1495 
1695 16 95 
14 95 1495 
1795 
1695 

1695 1695 
14 96 14 96 

1696 18 95 
1795 1795 
1695 1695 



695 

1095 
1 2 99 
1499 
1295 
1395 
1495 

999 
10 M 

899 
10 95 



Europe (other than UK) 
Shipping costs are 
£1.50 per disk for normal air marl 
C2.50 par disk for express air mall 



Please make cheques ot postal orders payable to 
WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Credit card orders accepted by phone or mail. 

(08961 57004 <24 hours) Nottingham: (0602> 252113 (24 hours) 

AOVERTISEO PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
ALL PRICES CORRECT AT TIME OF GOING TO PRESS ESOE 



ADV HINT BOOKS 

biv.lsl.lrliK;' 5.00 

Space Quest i or2 6 99 

KrnosQuestTrt*. 1 8263 14 95 

Pco.aolRa4ar.ee 700 

PosOeOuest 6 99 

leisuresurl Larry 899 



Outside Europe 
Shipping coals are 
£2.00 per disk for normal air mall 
C3.00 per disk toi express air mall 



SUPERB QUALITY 

DISKS AT 
GIVEAWAY PRICES 



10 3.5" DISKS + BOX £07.75 

25 3.5" DISKS £16.00 

50 3.5" DISKS £30.00 

50 3.5" DISKS + BOX £35.50 

100 3.5" DISKS £58.00 

100 3.5" DISKS + BOX £63.50 

ALL PRICES INCLUDE VAT 
ALL PRICES INCLUDE DELIVERY 
ORDER DESPATCHED SAME DAY 



3V 2 DISKS 



EVEN BETTER DISKS - EVEN LOWER PRICES 



10x3MiDS/DD C8.50 

25x3V*DS'DD £19 00 

50x3'^DS'DD £35.00 

100x3'/iDS/DD £66.00 

250x3V*DS/DD £160.00 

500 x 3V*DS'DD £299.00 

1000x3'^ DS/DD £575.00 



Ordering 100 disks or less? 
Using our credit card hotline 
Access - 0742 726485 - V.sa 
AMIGA MEMORY 

0.5 MB NO CLOCK £75 
0.5 MB WITH CLOCK £89 
AMIGA EXTERNAL DRIVE £79 
ATARI EXTERNAL DRIVE £84 



WE ONLY USE SONY DISKS, LIFETIME GUARANTEE. 50 AND 100 DISKS SENT 3 
DAYS DELIVERY ALL OTHER ITEMS SENT NEXT DAY, FULL MONEY BACK 
GUARANTEE, SAME DAY DESPATCH CHEQUES AND PO'S TO: 



HARDWARE DISTRIBUTION (Dept TH016) 
19 DIVISION STREET, SHEFFIELD. S1 4GE 
0742 726485 



ADVENTURE 
HELPLINE 

Do you play computer adventures? 
Have you ever been faced with a 
seemingly impossible situation? 

WE CAN HELP YOU 

Our adventure rescue leam works 7 days and evenings a week 
and will be pleased to answer your queries. We offer help 
with any game on any computer, so, if you are tearing your 
hair out ring this number now:- 

0898 338 933 

Glib charted at :5p per miniue. iKp ai peak raic 




mph 



10 CHANDLERS CT 
EATON nfi0 - 
NORWICH 503382 



COMPUTER SPECIALIST NORFOLK 



Adventure games met children's TV in 1987 with 
the launch of Anglia's Knightmare. Now, British 
Satellite Broadcasting hopes to carry on th^ 
tradition with it's own space-based computer 
game show - Christina Erskine tunes ii 






Realism is a much overused word in 
computer gaminQ. Few flight 
simulators truly let you suspend 
disbelief that you are piloting an 
aircraft . A fast and furious shoot 'em up 
might get the adrenalin going but you couldn't really 
believe you were hurtling towards the planet Zog in 
earth's last surviving spaceship, could you? Forget 
adventurers who probably do believe in trolls and 
hobbits. since this is a medical problem rather than 
a programming challenge. 

But things might be different if your monitor filled 
the whole of the bedroom wall instead of the 
standard 1 2/1 4-inch screen. And if you looked from 
side to side, that was taken up with outer space (or 
whatever) as well. And if game characters were 
life-sized and actually came up to you and spoke to 
you. And if you were sitting in a proper life-size 
model of a space shuttle cockpit instead of a chair or 
the floor. 

This is the challenge which The Satellite Game 

intends to address. It s not a computer game as 
such, it's a television programme, but it aims to 
recreate an arcade adventure as realistically as 
possible so that its lucky contestants can take part 
in a life-sized game environment. 

The Satellite Game has been commissioned by 
the forthcoming network, British Satellite Broad- 
casting (BSB). It's due to begin transmission when 
BSB itself is launched this spring, with 30 episodes 
in all to be shown in the series. 

The Satellite Game has been created using a mix 
of computer technology, TV techniques, real 
actors, robotic models and miles upon miles of 
videotape. The inspiration behind it is Tim Child, 
founder of Broadsword Television, who also 
developed Knightmare for Anglia TV a couple of 
years ago. 

REACHING FOR THE STARS 

"Knightmare had a 'middle earth' setting, so 
when BSBcommissioned an interactive adventure, 
it seemed appropriate to take on the next most 
popular scenario, the science fiction setting — 
especially since it would be going out on satellite 
TV," explains Tim 

"Where Knightmare was an illustrated text 
adventure. The Satellite Game is a full-blown 
arcade adventure. Like a flight simulator, it's a 
graphic 3D environment." The Satellite Game 
takes place on a satellite cum bomb with Earth's 
name written all over it. The contestants must guide 
their tame droid Larry through the mazes of the 
satellite into the central core to defuse the bomb. 

Knightmare ran directly from computers behind 
the scenes, but Broadsword is transferring all its 



► Larry The Drold, the 'star' of the show who 
takes over where the hooded contestant left off 
in the previous TV computer game, Knigh- 
tmare. 




FEATURF 




computer-generated animation and backgrounds 
to videotape. It is the videotaped sequences which 
will be played back to the contestants on the large 
monitors, and they will also have a small monitor in 
their 'cockpit' lo view. "The nearest thing I can 
compare it to is an interactive video training film." 
Tim continues. "The film plays and at certain points 
throughout, you make choices about the next 
direction to take or action to perform. By banking up 
video recorders, we can virtually goto' anything 
without delay." 



SO WHAT'S THE STORY? 



The computer technology comes mainly from 
two companies, Travelling Matte, and Incentive, 
which should be familiar to readers as creator of 
Graphic Adventure Creator and Driller. Indeed it 
was seeing Driller on the PC which led Tim Child to 
contact Incentive and commission work in a similar 
style for The Satellite Game. 

Recent Incentive releases, such as Driller and 
Dark Side, have been developed using a 
programming technique which Incentive calls 
Freescape. This is a way of creating 3D filled vector 



Set in the not -too-distant future. The Satellite Game has the Guardians of Galactic Integrity sitting in 
judgement over mankinds eligibility to join the Greater Galactic Club. 
Their verdict is that not only are we utterly unsuitable for membership, but that stringing us up will be 
the only language we understand, and so a gigantic bomb, the Enigma satellite, is dispatched to nuke 
the Solar System. 

The game opens with each team aboard a space shuttle about to land on Enigma. It the team can 
make its way through to the central core of the satellite, it might be able to defuse the bomb before it 
explodes. A 

The team has two allies: Larry the droid (voice by David Learner, who was Marvin the Paranoid 
Android in The Hitchhiker's Guide To The Galaxy) and CoCo the command computer (voice by a 
Canadian actress, Freyja Westdal). The players must direct Larry through the tunnels, rooms and 
mazes that make up the playing area. CoCo will dispense advice to the contestants as they proceed 
through the levels. 

In their journey, players will meet up with characters who may help or hinder them, and take over 
movement control themselves in the Incentive- produced arcade sequences. 

"The Satellite Game isn't just a science fiction game, it's also a satire, '' explains Tim Child. "In the 
game, the aliens have been trying to find out about mankind, but they've been doing it solely by 
watching Earth television, so many creatures created by Enigma to confront the players are copies of TV 
stereotypes - air stewardesses, policemen, robotic monsters, etc." 

These android characters are played by (real) actors. They include Margarina the cook, whose 
recipes never turn out as expected; Eve, who bears a passing resemblance lo a Sindy dolt; Carmen, 
who is dressed as an air hostess; Yvarth, a weary superhero type and two policemen, both played by 
the same actor: PC39 is a traditional British bobby, while Patrolman 345671 is a fast-talking American 
cop. 



► The Galactic Guardians satellite bomb 
circles the Earth, patiently waiting for the 
launch of British Satellite Broadcasting 
sometime In Spring. 



graphics in realistic perspective and viewable from 
any angle - without using up massive amounts of 
memory. There's a slight loss of speed, but 
Incentive has always ensured that this hasn't 
adversely affected gameplay. The results are 
effective - and atmosphenc. 

Incentive customised Freescape to comply with 
the parameters required by The Satellite Game - 
modifying it, for example, to fill the monitor screen - 
and in-house programmer Paul Gregory has 
developed six arcade sequences, which form 
perhaps 20 per cent of TSG s action . Incentive boss 
Ian Andrew reckons these sequences will take up 
perhaps two minutes of gameplay in each 25 
minute programme, the programming has all been 
done directly on to an Amiga 2000 with a 68020 
co-processor, because of its TV compatibility via 
Genlock. 

Travelling Matte's involvement has been as 
designer of the game's entire layout as well as 
programmer of the computer-generated graphics. 
The team planned the layout, nature and 
dimensions of the real-life' sets, which were to 
contain props and actors, and created the graphic 
detail on a computer to be superimposed on to the 
sets (see The Thin Blue Line, overleaf). 

Thismixing of electronic background and real-life 
sets is a very exact science. "We had to calculate 
what the TV camera would see at any given angle, 
and impose all those geometric parameters on to 
the electronic representation of the set. They had to 
be a precise match," explains Robert Harris of 
Travelling Matte. 



ART FOR TSG'S SAKE 




Fantasy artist David Rowe created over 50 qraphic backgrounds for Knightmare, and developed 
airbrush artwork of the Enigma satellite ana orbiting space station, plus links between animated 
sequences for The Satellite Game, 

David has a computer art pedigree second to none. As well as package artwork for Electronic Arts" 
Ferrari Formula One and Mirrorsoft 's Dark Castle, he is known for his covers of charity compilations 
such as SoftAid and Off The Hook. 

His first computer-related covers were for Quicksilva in the days when it was an independent 
company run by Rod Cousens. Cousens and David Rowe were at school together and it was Rod who 
called up his old friend when Quicksilva had a product lo release - The Chess Player - and no 
picture for the inlay 




The company used an IBM PC connected to 
Matisse and Supernova graphics generators. 
Matisse is a 32-bit device, with 12Mb RAM, 
incorporating a painting program and 3D rendering 
tools. It's faster than the similarly-specified 
Supernova, which was used to create the graphics 
in Broadsword s previous collaboration with 
Travelling Matte, Knightmare, 

Travelling Matte created about 10 separate 
locations for The Satellite Game. The precise 
number is difficult to calculate, since you can 
explore to your heart's content. In the kitchen, for 
example, you could go inside the kettle. Is the kettle 
now an eleventh location? Aside from the kitchen, 
there is a garden, several forms of maze and the 
corridors. It's in the corridors that the players will 
move from Travelling Matte's hi-res graphics to 
Incentive's Freescape-based sequences for abit of 
shooting, and dodging. 

This part of the game is joystick-controlled. Each 
of the three contestants has a joystick - one 
controls up/down, one does left/right, one fires. 
Manufacturer Euromax has had to customise the 
Joysticks especially for The Satellite Game, with 
70-foot-long leads connected to the main computer 
off set. 

CORRIDORS OF POWER 

Incentive 's locations will take the players through 
twisting octagonal corridors (designed, of course, 
to match the dimensions of Travelling Matte's 
octagonal corridors precisely), on to the exterior of 
the Enigma satellite, into areas that are mined and 
up to passages that are apparently blocked. Along 
the way, they will encounter plenty of malevolent 
moving objects, cunous hieroglyphics and a series 
of Yin/Yang symbols which act generally as 
signposts and occasionally as switches. 

Since filming is going on now for The Satellite 
Game, The One has been asked not to give away 
any details of how to solve the visual puzzles (so if 
there are any The Satellite Game conteslants 
reading this in the hope of learning some gameplay 
secrets, you might as well turn over now). 

Suffice it to say that Broadsword is mindful lhat 
players will come under pressure. "With a computer 
game at home, you have as many chances as you 
like to get into it and try out different solutions to the 
puzzles. TSG s contestants will have to get as far as 
possible within a time limit." says Tim. For that 
reason, the puzzles within The Satellite Game are 
not too obscure. 

Incentive has also developed the sound to light 
device which will be used to represent the voice of 



► David Rowe (right) the face behind the static 
graphics. 

> The Hand Of Fate game sequence (below). 
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PULLING THE RUG 



The design and most of the landscapes and interiors for The Satellite Game have been created by 
Travelling Matte, using an IBM PC hooked up to Matisse and Supernova graphics generators. 
Travelling Matte used the Supernova extensively in Knightmare. 

The company specialises in interactive graphic techniques and is currently working on creating a 
fantasy drama in real-time, using laser disc technology to hold the computer-generated backgrounds. 



CoCo, the players' command computer and ally. A 
kind of light synthesiser, the screen will flash 
patterns, synchronised to the voice, whenever 
CoCo speaks. As well as being simply a special 
effegt, the light synthesiser will provide the TV 
mixers with something to cut to, in order to vary the 
shots for viewers. 

Finally, Incentive has built an extensive series of 
options into the program - for the producers, not 
the contestants. Behind" the screens, Tim can 
change a number of settings within the game to 
achieve the right balance of playability. without 
having to ask Incentive to reprogram anything. 
These parameters include making objects destruc- 



BROADSWORD: A CUT ABOVE THE REST 



proadsword Television is an independent company set up in 1 987 by Tim and Sue Child. While still 
Dhead of news for Anglia TV, Tim had created Knightmare, the TV adventure game which first put 
contestants into a computer-generated adventure environment. Knightmare ran for three series and 
was networked across the ITV regions. The idea of Knightmare was to give players and viewers the 
impression of taking part In/watching a full-size real-life adventure game. 

After seeing Knightmare, BSB commissioned The Satellite Game. However. Broadsword has also 
made two documentaries for BBC, and hopes to move into drama production in 1990. 



tible or not, the number of shots required before a 
certain object is destroyed, whether particular 
objects will appear or not appear in various 
sequences, and which puzzles will be incorporated 
into which level. 

What the players see from their cockpit is 
different frogi the resulting TV programme. During 
filming, the options presented to the players to 
advance the game are genuine', and to minimise 
time delays. Broadsword will goto' different 
videotapes held in different video machines. 
However, there will inevitably be pauses in the 
action - not only for different game phases, but all 
the usual TV hold-ups: checking lighting, camera 
positions, actors' costumes and make-up. 

By the time the viewer watches the finished 
programme, the action will appear seamless and 
the pauses edited out. "Certainly what happens on 
set will be 'cruder' if you like, although I wouldn't 
want you to think that by 'cruder', I mean the 
contestants will have a terrible time and that nothing 
will work. It's simply that having assembled all the 
possibilities and permutations of the adventure on 
tape, we are playing it back to the kids, and they are 
in effect choosing how much of it gets shown," says 
Tim. 



ADDED INCENTIVE 




Work began on Incentive's proprietary Freescape system over three years ago. and the first 
Freescaped' game, Driller arrived in early 1988. Freescape produced solid 3D vector graphics, 
with the distinguishing characteristic that they could be viewed at any angle and still be portrayed 
realistically. Its other big talking point, which is of only passing interest to The One readers, is that all this 
geometric dexterity was available on 8-bit computers. 

Driller was followed up by Dark Side in late 1988, which was faster and added more arcade 
elements and was in turn succeeded by Total Eclipse. 

Incentive has been working on The Satellite Game for around six months, and has also just begun 
development on Castle Master, another Freescape-based game which will be published by Domark 
in the spring. 





THE CONTESTANTS 



► Knightmare: the genesis ot TV adventure 
gaming. 



Broadsword sent out 500 application forms to would-be team leaders, and 60 teams of three people 
each were invited to Broadsword in Norwich to audition. All the entrants were aged between 1 1 and 
1 6, and had to demonstrate that they were good games*players, with an ability to work as part ot a team 
in the audition. From the audition. Broadsword whittled the 60 down toa shortlist of 30teams - this being 
the maximum needed in 30 episodes. 

Judging from Knightmare, Broadsword reckons about 20 of these teams will actually get to play the 
game on TV. The first of the shortlisted teams begins filming this month , 



A SQUARE DEAL 



D ritish Satellite Broadcasting was set up in 1 986 by a consortium which included Richard Branson's 
O Virgin Group and Amstrad, although these two, like the other founding companies, have since sold 
their shareholding. BSB will broadcast on all five of the channels allocated to the IBA by the European 
Broadcasting committee; the channels cover music, comedy and fashion for a teenage audience (The 
Power Station); sport, particularly British events and minority sports (Sports Channel); lifestyle, a 
dedicated movie channel and general family entertainment and children's programmes on Galaxy. 

It is on the Galaxy channel that The Satellite Game will be broadcast . The Satellite Game was the first 
children's programme specifically commissioned by BSB, and will be included In the schedules from the 
very beginning. 

Unfortunately, BSB is still unable to say exactly when it hopes to start broadcasting. Problems with 
one of the decoder chips have already led to thelaunch of the network being postponed from 1 989 to this 
spring, but an exact date has yet to be announced. 

BSB is much associated with the squarial' satellite dish, but in fact any dish with circular polarity and 
an ability to focus on the BSB satellite is suitable. Buyers will need a decoder as well as thedish, and the 
Movie channel will incur a monthly subscription. 




Larry explores Death Park. 



Larry The Drofd begins his journey through the 
Octunnel. 



THE THIN BLUE LINE 



Remember several years ago, TV presenters and actors (often Lesley Judd on Blue Peter in a quiet 
week, or TV adaptations of fairy tales) would demonstrate how the special effects people' could 
make them appear to be walking on wacky backgrounds, or to be only six inches high? And how every 
time this happened, there would be this fuzzy blue aura surrounding them and the screen, and every so 
often. Lesley's hand might disappear into this blue haze? Well, the technique has improved 
considerably since then. 

What happens is that the TV actor is walking around a set which has been painted a standard 'Ultimat ' 
blue. A picture, which can be computer-generated or simply filmed from somewhere else, can then be 
superimposed on to this blue set, and will fill ' anything that is that shade of blue. Anything that isn't blue, 
such as Lesley Judd, will appear as normal. 

If the scenario required the actor to, say. sit down, then a real prop would be needed, since you can't 
very well act out reclining in an armchair if there's nothing there. But if this armchair were an integral part 
of the background (say it's actually your flight deck console in the finished film) waiting to be overlaid on 
to the blue set, then the real armchair is painted blue as well, and must be made to exactly the same 
dimensions as the one in the background film. The actor sits on the blue chair, the flight deck console of 
identical proportions is overlaid on top and hey presto, the actor is sitting at the flight deck. If your 
dimensions don't match, that's when you get fuzzy blue bits. 
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A pirated game could result 
in a visit from you 
know who. 
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THE EIGHTIES: A 
DECADE. PART TWO 



C-D 



CAMPUTERS. A bit of a limp-wristed name 
for a company you might think, but it actually 
stood for CAMbridge comPUTERS (or words 
to that effect). This company's two-pence 
worth in the argument over which home 
computer to buy was the grey-cased Lynx 
{which has absolutely nothing to do with the 
recent Atari hand-held of the same name). 
Unfortunately, in what was rapidly becoming 
a Sinclair-dominated marketplace, tuppence 
wasn't enough to guarantee success. 

CAPCOM. Competent coin-op manufacturer 
of Japanese persuasion. Its catalogue of 
change-eaters includes 1 94 1 . 1 942 and 1 943 
(a series of vertically scrolling shoot em ups). 
Ghosts n' Goblins and its sequel Ghouls 'n' 
Ghosts, Commando (starring the approp- 
riately named crack commando Super Joe 
Crack), Street Fighter {a mediocre beat em 
up with one neat feature: pneumatic buttons 
to bash), Black Tiger, Bionic Commandos, 
Forgotten Worlds, Last Duel, LED Storm 
(similar to Last Duel), and Mad Gear (similar 
to Last Duel and LED Storm). By the way: it 
stands for CAPsule COMputers. 

CARVER, BRUCE & ROGER. Perhaps 
better known as Access, this dynamic duo's 
impressive list of releases includes Beach 
Head (and its sampled speech-laced 
sequel... "MEDIC! I'M HIT! DON'T SHOOT 
ME!"), the controversial Raid Over Moscow, 
the Leaderboard series, Tenth Frame and, 
more recently, Echelon. The boys are 
currently working on a tank simulator entitled 
Heavy Metal, which is due for release in the 
coming months from US Gold. And to think 
that this is the same Bruce and Roger Carver 
who wrote for Neutral Zone all those years 
ago... 

CASCADE. Not to be confused with the store 
full of 'funny' toys (like jumping clockwork 
willies) of the same name in London's Oxford 
Street. The Cascade software company's 
memorable debut was that classic collection 
of fun and games - Cassette 50 (With FREE 
Digital Watch). It makes you wonder what the 
programmers of those BASIC wares are 



doing now... Its real debut w; 



Combat 



Emulator, ACE, followed by its equally 
entertaining sequel. ACE 2. while the Return 
Of The Jedi-inspired shoot 'em up Sky 
Runner provided intense, short term enter- 
tainment. Perhaps Cascade's most notable 
release was its game-of-the-record, the 
record being Paul Hardcastle's Number One 
smash 19. It was supposed to appear in two 
parts - an arcade game andatext adventure, 
but the only part to ever appear was Part One: 
Boot Camp. Sadly, Cascade is no longer with 
us. 

CBS. One of the first 'outside' entertainment 
companies to dip its toes in the turbulent 
computer entertainment water. For a while 
the massive multi-media conglomerate dist- 
ributed Epyx software in the UK, but its most 
notable achievement was the CotecoVision 
console, which expanded into the Adam 
computer system, but only ever really 
seemed to be memorable for its near-arcade 
perfect (apart from the absence of one level) 
version of Donkey Kong. Oh, and a quite 
decent reproduction of Zaxxon. And who 
could forget that stupid bloody Smurf game. 

CD ROM. Always carried an air of mystique 
and incredibility, but all it means is the use of 
Compact Discs as a storage medium, making 
the possibility of playing your favourite films a 
reality. Well, almost. If CD ROM's so great, 
how come no-one's done anything great with 
it? What it really means is that those hundreds 
of uninteresting ideas that have already made 
their way onto memory-starved home 
computers will become bigger but by no 
means any better. It became hip to slip CD 
ROM into conversation towards the end of the 
decade. Even cooler at the time though, was 
owning a CD ROM for "your PC Engine 
console. But that's another story. 

CGL. Once official importers of Activision 
cartridges, CGL eventually entered the home 
computer fray with... with the (mumble) Sord 
M5. Who fell for its charms and actually 
bought one is anyone's guess. Actually, our 
Art Editor, Gareth Jones, owns one but has 
the good sense to keep it quiet and hides it 
under the bed. Silly sod - that's the first place 
we looked. CGL's only redeeming venture in 
this marketplace is its hand-held Game And 
Watch series. 



CLASS. Whatever happened to it? The only 
truly classy outfit of the decade was Ultimate 
Play The Game. The team was more 
mysterious than the Masons, and how they 
produced such compulsive fodder was 
everyone's guess. Cookie, Pssst, Trans-Am, 
Jetpac, Lunar Jetman, Atic Atac, Under- 
wurlde, the revolutionary Knight Lore.. . the list 
of rock-solid releases goes on and on and on 
until it stops. And then there are all those 
super adverts... Sigh. It s a shame they went 
and blew all their credibility by talking to the 
press. They now write for the Nintendo under 
their 'real' name of Rare, and the chances of 
things being what they used to be are about as 
likely as something very unlikely. What a 
pisser. 



COMMODORE. Hardware manufacturer 
who's first success was the Pet (with later 
models designed by Porsche designers), 
which is fondly remembered for the classic 
Pet Invaders. Commodore's gaming 
breakthrough came with the VIC20 (which 
was called the VC20 in Germany as VIC 
means something rather rude), with a screen 
width of something like 22 characters (ie: 
cramped), 16 colours and four rather swish 
sound channels (which only Jeff Minter 
seemed to put to good use). The failure of the 
Ultimax (Commodore's answer to the 
console scene) was overshadowed by the 
success of the Commodore 64, a machine 
dear to the hearts of many on this magazine 
and no doubt gallons of 16-bit programmers 
worldwide. The SX64, a portable Com- 
modore 64 wiih built in colour TV, was 
unreliable and uninteresting, as were the C 1 6 
and Plus 4 (named by one of Commodore's 
many ardent golfers no doubt). Since then the 
company's Amiga has become the its 
entertainment flagship, with a CD ROM- 
based console version rumoured to be 
appearing later this year. 



COOKE, PETE. Once dubbed 'God' by 
CRL's Ian (Pot) B-Ellery, he never actually 
performed any divine miracles. But he did 
write some quite good games like Tau Ceti, 
Academy, and Micronaut One. and has 
recently finished coding Tower Of Babel for 
MicroStatus. 
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COMPUTER GAMER. Or Lamer, as it was 
known in certain circles. An unremarkable 
alternative to C+VG. And speaking of 
which... 

COMPUTER + VIDEOGAMES. The first real 
computer and video games magazine was, 
quite coincidentally, Computer & Video 
Games. Born in October 1981, it featured 
adverts for Apple II games like Bill Budge's 
Raster Blaster, and had such editorial 
highlights as Chess and Reversi columns, 
and listings (rememberthose?), one of which 
was for your very own version of Space 
Invaders. 

COSMI. Still going strong. Well, strongish. 
Cosmi's Paul Norman was responsible for 
some classic stuff, including Forbidden 
Forest I and II, Aztec Challenge, and Super 
Huey I and II. The company's latest release is 
Chomp - the 'abstract' adventures of a 
goldfish. And abstract's putting it politely. 

CRANE, DAVID. Famous designer- 
programmer who was big in the early 80s with 
classics like Pitfall, Pitfall II, Ghostbusters and 
the Little Computer People Discovery Kit. 
Sadly, Dave faded into obscurity soon after - 
but then, with Ghostbusters selling around 
2,000,000 units worldwide, his pocket 
probably didn't notice. He's recently written a 
new game called A Boy And His Blob for the 
Nintendo, which looks real neat and might 
make its way onto 16-bit. And then again, 
maybe it won't. 

CROWTHER, TONY. The blonde 
bombshell's certainly put his coding skills 
about a bit. Our Tone's first port of call was 
Alligata (RIP), for which he wrote a couple of 
turkeys (like the text adventure Aztec Tomb). 
His more impressive works however, include 
the bizarre horizontally scrolling KillerWatt, 
and the Manic Miner-inspired Blagger, which 
was swiftly followed by a much more original 
and playable platform-orientated sequel : Son 
Of Blagger. And then along came Tony's first 
big hit... the AwayDay antics of Loco, a 
train-based shoot 'em up complete with rather 
swish parallax scrolling and a sparkling 
rendition of Jarre's Equinox. But itchy feet 
have to be scratched... Mr C popped around 
the corner to Gremlin Graphics, wrote Monty 
Mole, Potty Pigeon (which saw you dropping 
bird messages' on cars) and Suicide Express 
(a reworking of Loco with futuristic graphics 
and - gasp - speech) before making an exit. 
A brief spell at Quicksilva produced Black 
Thunder (yet another reworking of Loco) and 
the more impressive Gryphon (which didn't 
perform to well due to the appearance of a bug 
during duplication). The formation of Wizard 
Development to produce the offbeat arcade 
adventure William Wobbler was short lived, 
as old habits die hard and it wasn't long before 



he was back at Alligata, which resulted in 
Kettle. Since then Tony Crowther's rubbed 
shoulders with Ariolasoft (Challenge Of The 
Gobots) and Mirrorsoft (Bombuzal), but has 
now decided to settle down and do his own 
thing. 

CRL. Computer Rentals Limited has certainly 
had its unfair share of ups and downs over the 
years, but somehow manages to keep on 
smiling through. In its time CRL's given us 
umpteen unusual licensed products, inc- 
luding The Highway Code, War Of The 
Worlds, and The Magic Roundabout (inciden- 
tally, the television series was imported from 
France, had the narration wiped from it and 
rewritten, so that the version you know and 
love on English TV probably has little or 
nothing to do with the original script!). Not 
forgetting (although maybe we should) The 
Rocky Horror Show, Blade Runner (licensed, 
as bizarre as it may sound, from the Vangelis 
soundtrack - NOT the Ridley Scott movie), 
Tubular Bells (licensed from the Mike Oldf ield 
album and released through offshoot label Nu 
Wave - which also gave us Electronic Arts' 
rather odd but extremely entertaining IQ), 
Cyborg, and Oink! (licensed from the now 
defunct comic). Oh yes. and that tidy little 3D 
shoot 'em up Tau Ceti. Other affiliated labels 
to come from the CRL stables include the 
budget-based Alpha Omega (remember that 
hilarious version of Joust with the flying 
eggs?) and Actual Screenshots, which is still 
going strong today, with such delights as I 
Ludicrous and Lancaster. 

DATA EAST. Oriental coin-op manufacturer. 
Its only reasonable releases that spring to 
mind are Karate Champ (arguably the beat 
'em up that started it all), Kung Fu Master and 
RoboCop. 

DATASOFT. This American company pro- 
duced some fun stuff in its time. Hits and 
misses include Bruce Lee (hit platform game 
starring a pixellated version of everyone's 
favourite martial arts hero), Dallas Quest (a 
'miss' adventure game based on the 
television series) and Conan (a platform 
game "Which despite being based on the 
hunky Arnold Schwarzenegger film seemed 
to have very little to do with it). 

DENTON DESIGNS. Liverpool-based 
development team responsible for some 
quite innovative software, and who all worked 
on the ill-fated Bandersnatch and Psyclapse 
before Imagine s demise. Cosmic Wartoad, 
Nomad, Dante's Inferno, Infodroids, 
Bounces, The Great Escape, Mutants, Eco 
and Where Time Stood Still number among 
their best. The team eventually split into 
pieces, and as a result we've since seen 
StarGoose and Eye Of Horus. 



DESIGN, BINARY. Another development 
team which fragmented Zippo, musician 
David Whittaker and a bit of Digital Image 
Design, who wrote F-29 Retaliator for Ocean. 
Glider Rider, Zub, Amarote. 

DESIGN DESIGN. Yet another cult favourite 
development team, behind such greats as 
Halls Of The Things, Rommel's Revenge, 
Invasion Of The Body Snatchers, 2112 and 
KatTrap. Now called Walking Circles, the 
boys converted APB to home computer for 
Domark, and are presently writing a vector 
graphic-based piece for US Gold. 

DINAMIC. The Spanish software producer's 
exports include Army Moves, Navy Moves 
and Game Over (remember the controversial 
nipple on the advert), which are soon to be 
joined by After The War. 

DK TRONICS. Produced hardware add-ons 
for the ZX81 by the skip-load, but somehow 
found the time to release some cult classics - 
like Jumbly, Popeye and Minder. 

DOMARK. Created in the Karl Marx Library in 
Clerkenwell Green, London. Launched 
Eureka with incentive of 25,000 for the first 
person to complete it. Since then Mark 
Strachan and Dominic Wheatley's company 
(horror writer Dennis is - was - Dominic's 
grandfather) has gone on to give us Bond 
licences started with A View To A Kill (and. 
more recently Licence To Kill), Friday The 
13th, Splitting Images (previously entitled 
Spitting Images until the television program 
complained), Spitting Image (the television 
program eventually consented but the result 
wasn't as impressive as the original puzzle 
game) and now a host of quality Tengen 
coin-op conversions. 

DRAGON 32. And 64 for that matter. A very 
Welsh-sounding machine with a then unique 
(for home computers anyway) 6809 proces- 
sor. An atmospheric 3D maze game called 
Phantom Zone was one of the few good things 
going for it, although Graftgold programmer 
Andrew Braybrook will probably tell you 
otherwise as it's where his home computing 
career began. 

• 

DUNN, DAVID. Talented musician who wrote 
a couple of tasty tunes for the 64, but has since 
disappeared. The title tune and in-game 
rendition of the Blue Danube for Firebird's 64 
conversion of Elite is probably his most widely 
know work, although his title tune for The 
Fourth Protocol sounds nicer. 

DYNAVISION. Produced Havoc (In 
Dynavision) for the 64. It looked like Zaxxon, 
but wasn't half as much fun, and is probably 
why the company didn't release anything 
thereafter. 



Next Month our blast from the past continues with the rest of the alphabet . . ■ 



FROM THE PEOPLE THAT GAVE YOU THE 
MAGAZINE OF THE YEAR COMES THE 
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THE SKIES ARE YOUR HUNTI 






Astounding jus! lo look at. with 
the fastest, smoothest, most 
detailed and realistic 3D graphics 
seen ... but it's the sheer depth 
that makes F29 the best combat/ 
flight simulation I've seen. 
The wealth ol missions 
incredible ... giving 
enormous listing 
appeal..." 
k^bKN, C & VG 97%. 




'Think af what you get in Falcon and double h 
brilliant action and a scanana depth that'll 
leave you gasping in awe: there are 99 
different missions . . . Relalialor is even better 
than Falcon, and it s certainly much bigger . . . 
A brand new. and ralher brilliant tighter/ 
bomber simulation." Zero 94%, 

'Utterly mourn watering graphics and an 
a diving depth ol play ... the best High! 
simulation I ban ever seen land there's 
nothing on the visible horizon that looks set lo 
come close). Its not a simulation, it's an 
experience . . . Ocean's lint night sim in the 
bast outl" Zzap 97%. 








